The Getaway and more PS2 goodness 
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HELL FECL 
RIGHT AT HOME 
IN LONDON. 


Good looks are nice, but they won’t heip you defeat an evil maniac hell-bent on conquering 

the world. Lord Palethorn’s sinister spell has unleashed a gang of sadistic villains on Victorian 

London. It’s up to Sir Dan to destroy them with his lethal arsenal — Gatling guns, torches, 

axes, his own removable arm and more. Between mighty battles and baffling puzzles, 

Sir Dan’s facing a deadly challenge. He’ll need smarts and some helpful friends—a mad 

professor, a wily ghost and his Egyptian princess girlfriend - to prevail over an unspeakable 
- horror. After all, a guy can’t save the world on bad looks alone. 
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A GOTHIC JOURNEY TO DIE FOR. . 
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As you can tell from our annual ritual; £3: The Show Before the Show, it is time to start thinking about Xmas 2000. | know, Summer isn't even here yet and 
Ive already got you looking toward cold weather — fret not, | simply have your entertainment in mind. Of course, the big news at the Electronic Entertainment 
Expo this year will be Sony official introduction of PlayStation2 to American shores. For those of you that have been following our dedicated PS2 coverage, 


| you will recognize this as your first opportunity to see American PS? titles in action. 
While software will be a prime focus for those of us that have already had the joy of experiencing the pleasures of the Japanese system, the hardware will 
i gt me be the main focus for tech-heads and for people outside of the video game industry. To that end, Sony is already making noise about an add-on 
~— modem/hard drive peripheral (see Dave's Exit column for his views on Sony's broadband strategy) and you can expect, even before the show begins, confirmation 
an pricing and the platforms street date (as weve said many times before, $299 and 9/9/00 — bank on itl). SCEI, SCEAs corporate parent, is projecting year-one sales of 
P82 to top [0 million units, worldwide (3 million North America, 4 million Japan and 3 million Europe). It seems like the only things that will keep this fram happening are 
hardware availability and (particularly in North America) price. Remember; SCEA sold | million units of PS! hardware (year-one in North America) at its $259 price point — 3 
3 
million at $299 might be a little aggressive. | 
If they pull it off, they will have a HUGE, almost insurmountable advantage over their competitors (Japanese shipments of PS2, in just a little over a month, are greater than 
those of the Dreamcast over the course of more than one year). And, of course, that means welll also get more games... sooner. Well give you the scoop when we get back 
from the show, where all should become clear in the light. See you in (12. 
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| F Ee WINDING AWNLINLNMCH oll ASSES ALLEN ANDREWS WINDING 
., reg is going to be Dave is off in Hawaii as Marks wife recently Stricken by a severe Having finally tasted of the © He showed up in the When he isn't hard at 
? spending the better we go to press, working discovered that she case of ‘sequelitis,” nectar that is Playstation2 —_ office this past Monday work on his latest 
| part of April practicing very hard at not being hadn't married Mathew Gary just kept twitching (his wording not ours), looking like an extra cheeseburger, Eric can 
apologies because he a publisher. The Broderick after all, but and babbling like a Darien wont stop talking © from the set of The usually be found sitting 
_— has already double- question is; Did his wife John Cusak. Hes stil madman until Greg about the thing. Ridge Racer Crying Game. He at his desk 
booked mast of his £3 let him take the Neo relying on the ‘six finally took pity and let this... Tekken Tag that.” Io © managed to play some daydreaming about 
appointments. When not Geo Pocket along? The degrees of separation’ him review Vagrant say that he has been video games and Hotwheels. Of course, 
saying ‘Im sorry" he golf clubs, yes... Video theory to locate long- Story. Now, Gary needs working everyones nerves is weather the stock unlike the other editors, 
_ will most likely be found games? NOT! Missing lost childhood friends his VS fix every day - an understatement. Looks = market quite nicely. who dream of all the 
wherever there is a P§2 from the pages of with this Bio. Anyone and weve heard that he like we need to give him Next month is E3 and = © amazing P82 stuff 
game on display. EXRated over the past know Drew Leifheit of even clutches the disc more work to keep him hes already saying they'll see, Eric dreams 
| two issues, Dave is Rockford, Illinois? while he sleeps so busy... and quiet. something about “juice of all the free food and 
hoping for a comeback nobody will take it away. bars’ and thongs! drink that he will 
in July! FREAKI!!II consume! 
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= Code Veronica, Paradise Golf. Rayman Medievil 2, NFS: Porsche Vagrant Story, Rollcage Silent Bomber, Ridge MediEvil 2, Syphon Filter Legend of Dragoon, MLB 
= Medievil Il, Rayman 2, 2, Rogue Spear, RE: CY, Unlimited, RE: Code Stage 2, Ace Combat 3, Ridge Racer V, Tekken 2, Crazy Taxi 200), Destruction Derby 
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Lay the SmackDown! on your enemies with your own created 
jabroni or as one of the ¥'s top Superstars. Make friends then 
break them as you roam backstage from the boiler room to the 
kitchen. Just remember that backstage politics can work against 
you - don't let The Rock™ run-ins, well-placed metal chairs, and 
McMahon appointed guest referees get you in the end. 
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A Nadi 


ot - . ate nraranancrcrennenocagelllll , We like our readers and they like us, Our readers send us 
a mail telling us that were the best. We like that. They re 
eS eee é | } the best. They ask pertinent questions 


and we give concise and accurate answers 
and make fun of them. 
=e | Weil ler = is og die ae Acclaim signs up for HBO boxing, PS2's DVD woes, Activision es aga UN uke 
eee ~ ay A NE ahet remodels (again), big screen Lara; small boobs, —_ Rasta 

coe | ef ete 4 Japanese, US P82 to sport modem and HD, PS2 exp 3 
- halted, Ms Pac-Man cometh, Funcaland for i i 
that plus Andy Rooney on 


~ You can't handle the cold hard codes thatl be comin at ne ike 
a freight train from Hell. We're going to put the hard and heavy 


hurt on your candy-coated, code-hoarding butt and youre going 
to beg for more, like a starved puppy dog! 
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With NP i ‘ ' 


SS ur not eclet PS sectn rely coming fae, | ee i Se ee 

mo with exclusive shots and info of lots of loads of new PS2 © ic Bee ik Be er as See 

ae games, and reviews of all the latest that Sonys big, bad, naps ait pg, 

= "i black brute has to offer. ip | foak. 
EXclusive . Se 


We feel great pride in presenting these exciting new games. We 
feel great exaltation in bringing you the shots and info before 
any other magazine can. Let us tell you about Grind Session, Tony 
Hawks Pro Skater 2, Covert Ops: Nuclear Dawn, Star Trek: Invasion, 
Rayman 2 and Destruction Derby Raw. Can you handle the 
groovieness? 
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Aliens stole our Zenith. If you see a big, tall, ugly looking 


= ALS ammacioat 7 rAVverc alien mofo, with a big long drool hanging off it's scraggly- : ea : i ee 
fee T Sm ———_ooking teeth, running down the block with a Zenith under its Naga 


arm, stick your foot out and trip his gangly ass up for us. Wont 
ou? 


why ma i Wee, " 4 r Anite “ " i d 


EXpecting. 


We've gone all kooky and have started listing all the games that 

we reckon will be at the upcoming Electronic Entertainment 

Expo in downtown Los Angeles, CA this year, coming up in May. ; 
Man, that’s wholesome goodness, It whets the appetite andits 
nice, also. 
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ALIEN RESSURECTION ........-. eee 
ARMY MEN: WORLD WAR Se Pet igets || 
ARMNORED CORE cy og 


“bombastic 
alz lentitude. 


COUNTDOWN Heian 
COVERT OPS: NUCLEAR DAWN ......0......0..40 


< got PARADISE... ve saaeGeibswatc Aeviewn 
Se ua he copie deaseiee 38 


DESTRUCTION DERBY RAW............ er 
| DEAD OR ALIVE 2.2.0. csc secsceceeverceneee 30 
| poukvu BILLIARDS MASTER 2occccccceeceoes 34 a ae 
| Se a ee eee 
GNAKAR cisc3:\ sc ea aewenaeen 7 ae | eee | 
| : Soe SiS 14-15 
| DRIVING EMOTION TYPE-S .............0...-.-. 2 ESS] 
| Ry EG Saas ee a 72 RPO PRET 
 Risali ec siies palo. -aemalacemt 77 |) |) wes: PORSCHE UNLEASHED ............... kes STANGER 1G Bsns csdpcies eth csenitevess 68 
Ro arecnaasi tet ee. Sa ae H WAOWIGHT CLUB. .-.-.-2s-c-ncscdcecsseesss------ 22 STRIKER PRO 2000 «0. .....-...ceseseseesees 76 | 
| EVERGRACE -. oe eene seen eneneeen ene nneennes 27 | PR ENS PES ROS Oy aod ee 26 TONY HAWK'S PRO SKATER 2................- 39 | 
[PMEMULA 1 2000, RT ONI MUSHA WARLORDS.............-...--.---. 27 SHIN DYNASTY FIGHTER ..........-.---eeesseee 27 
ES han ie ae ae a4s SUMMER Sod iin scacctoohcnceate 24-25 | 
ESERIES 27 SHOWBOARD SUPER X ...........0--02re-seeeee 27 
SAMMY SOSA SOFTBALL SLAM.............:... 71 URBAN CHADS..............0----eserseerrereeees G7 
| STAR TREK: INVASION......-.c..-.-ccseeeesse-e- st || |) SPIN SPRINT CAR RACING............0..-00--- 27 | 
d STREET FIGHTER EXZ:..65.5.0.....c.ccceeescence 63 | | STEPPING SELECTION ............-.sseeeceeeeeee 36 | 
ee B: STORE GODUER 5 c25 255. cin cohiecactsbisiians 27 | 
_ Tl ' VAGRANT. STORY. 5 -6.<0cesisespicascsosciin’ 62-63 | 
‘ TEKKEN TAG TOURNAMENT ................ 28-23 
THE WETABAY «55.2552 0 ce 23. 27 
WIPEDUT FUSIOW -.....<.c00.cecseeecceccsesces 27 
PEN 3 eRe ea SE Peels REE BN 27 
80 > 
Sa 
© dh, our fantastical bouncy, pouncy, fun, fun, fun book is 
done. We're sad to go, but you must know, well be back 
again in a month. L8r kiddz! 


You know we're ast ones to brag, but we must say that we do have 
the best reviews on the planet. Were so frank, so casual... it’s 


so fantastic... the way we craft the words to bring such entertainment 


and information. The words, theyre so true. You think you - 


them rare 


_ ENcavate 


~ ‘There is a special usefulness to our excavate list. Say for instance, 


youre standing in line down at Toys 8 We and you ve gat two games 
in your hand, but only enough money for a single game purchase... 
that's where we come in. Stroll on down to the mag-rack and quickly 
snatch up the nearest unsold PSExtreme (if there are any left), flip 
had teaeria wheal cetera y 
glance, which is the better game. That's rockin. 


Y coale tie etem of power this issue which 
are comprised of three games... check it: MLB 200), Striker 
Pro 2000 and friggin Sammy Sosa Softball Slam. If it's sports 
entertainment youre looking for, youve come to the right place. 
Read on, die free. 


phatfeigai oi 


cidgeaibionialeanie fe" 


serine RISO! 


CONTENT RATED BY 
ESRB 


Blvd. Site 600 Reawood City, CA 94963 © 1999, 2060 From Software, irc. All aghts eamrved. Ayetor. the 


& of Sony Computer Entertainment America inc. PizyStation and the PiayStation logas ave registered Ek 


You're a mercenary pilot of an AC unit»s0 prepare to infiltrate bases, rescue hostages, and 
destroy hostile, enem es 5 all-new at missions. Build and customize your master robot with 


3 ie battle the computer or challenge a human competitor in one-on-one 
area SER cal 
nk’ cable, and face a serious onslaught of awesome multi-player action - 
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Hot Topic: ......<. 


The “Hot Topic” column was originally begun 
as a way to stimulate reader feedback through 
the discussion of controversial subjects. However, 
aside from violence in video games, what other 
controversial subjects are there? In addition, I appear 
to be “preaching to the choir.” Let’s face it — people 
who are convinced that video games are the Devil’s 
handiwork aren’t likely to be reading our magazine, 
are they? So the column has evolved into a monthly 
soapbox similar to Greg’s opening Editorial and 
Dave's Last Word. 

Before we decide whether or not to 
discontinue this column, I’ve got one thing to say. 
You might have noticed that I have never reviewed 
a single RPG game, but I have played a few over 
the years such as Final Fantasy VII, Grandia, and 
Wild Arms. And you know what? I hate them all. 

| truly cannot understand why these games 
are so popular with some people. To me, they 
represent the worst aspects of video gaming — 
simplistic graphics, a general lack of control over 
the outcome, and derivative storylines. How 
derivative? If I told you I was playing an RPG 
where the hero is a young boy who is misunderstood 
by family/friends but whose destiny it is to find a 
mythical person/item and save his town/planet from 
evil, | could be describing any one of a dozen games. 
And don’t get me started on turn-based fighting! 
That was fine for a dice and paper game such as 
D&D, but haven’t we come a long way since then? 

| suppose the reason I hate RPGs so much 
is that | have a different motivation for playing 
video games. I’m not looking for an alternative 
to social interaction. If I want a conversation, I'll 
talk to my family and friends. I’m not looking to 
lose myself in a fantasy world. I’m firmly grounded 
in reality. I’m not looking for a riveting story, either. 
If | want to read a novel, I'll grab one and relax 
in my easy chair. I’m also not looking to passively 
let the action unfold. If I want to watch a movie, 
Ill go to the local cinema. I simply want to have 
fun in the limited amount of time I am willing to 
spend staring at a TV screen, knowing that I could 
be more productive doing something else. 

This doesn’t mean I lack patience. Some of 
my favorite games include Zelda, the Resident Evil 
series, Tomb Raider and Metal Gear Solid — games 
which took a long time to complete. But, these 
games made me want to come back for more. They 
were interesting, they were fast-paced, and they 
were exciting. And, yes, some of them had good 
stories or plots that made me think. But, they didn’t 
pretend to be “high art,” and fans of these games 
don’t give them enough credit. I can’t say the same 
thing for RPGs. 

~Mark Androvich 


Dear PSExtreme, 


My mom wanted to play Crash 2 and I went to get 
the memory card set up for her, but it wouldn't 
respond. It's one of the kind that you have to hold 
down L1,L2, and start. Anyway, I took it out and 
put it back in and the number | came up (like it 
should), then I tried to turn the page but it still wouldn't 
respond. Will it go away, or (heaven forbid) is it 
(gulp) gone? I had more games than you could count 
on there and 99+ hours on FF7 

AND FF8. 


Jonathan Barrett 
Wexford PA 


Dear PSExtreme, 


I was reading your latest issue of your magazine 
(Volume 5, Issue 5, April 2K), and in the code section 
you had a Toy Story 2 (I got the game) code. It said 
enter the two codes at the title screen. | was 
wondering... where is the title screen in the game? 
I was also wondering if Britney Spears is planning 
to make a game like the Spice Girls did back in 
‘97 (I think it was ‘97). 
Thank y’all 
Craig James “The Greatest Gamer 
of the Millennium” Hatfield 


Dear PSExtreme, 


1. | was wondering if you ever correct the spelling 
in any of the letters you get, because in Volume 
5, issue 5 (April 2000), some 19 year old spelled 
3 words wrong. If he wants to get in the game 
industry so bad, the least he could do is spell 
‘awesome’ right. Geee! Go to college or something! 

2. Why does Japan get to have all the fun? Where’s 
my PS2? When will it be released in the US? Will 
there be a PS2Extreme magazine? 

3. How many bits does PS2 have? How many bits 
does a Dolphin have? 

4. Why does the Tomb Raider saga have to end? I 
liked every game besides Tomb Raider III. 


Sade 
P.S. Bite me. (just kidding) 


~~ a 


Dear PSExtreme, | ¥ 
As an avid and faithful-reader of your mag, I have} 
to say it has really come into its own. I reallyy 
appreciate reading well thought-out articles that aren’t 


written down to us adults. Yet, my son (who is in his | 


early teens) can still appreciate them as well. My; 


main question to you is when will we start hearing - 


about all of the PS2 games being developed i in the) 
United States? Thanks to youg my son and I alteady) 
know all about the Japanese launch titles, but what | 
about US and UK games such as GameDay and _, 
Madden, Wipeout and Destruction Derby, Syphon, 
Filter and The World is Not Enough — which are 
surely to be next generation sequels to their 32-bit, 
counterparts? Is everyone waiting for E3 to announce 
their games? Are there other game (besides) 
Oddworld’s Munch’s Oddysee) being developed. 
outside of Japan, or are the development kits/only , 


available to Japanese developers atythis date? Could , 


you please shed some light on a da a 


Thanks and bee up, the great fbi | 


Ron and Geremy Bingham, 
Onttario, 
" A | | 
ill in effecty 
Dear PSEX, , | | 


Is it true that the Chickens are planning a hostile 
takeover of the Dairy capital of the world by leaking 
strains of the lethal Salmonella virus into our watery 
supply? Please enlighten us, as I’ve heard this through | 
the grapevine. , , 


Yours truly,’ | 
Mrs. Zacky 


=e 


Dear PSExtreme, 
I have a quick list of questions I was hoping you can’ 


answer: 
1) Are there going to be any more PlayStation] 


wm 


‘Sion 
= 


Resident EVil and Dino Crisis games or will they all 
be coming out for the PS2? 

2) Has Sony’announced what games they will be 
teleasing for the PS2 when it ships in America and 
Ys there an exact release date yet? 

3) Is there going to be another-Crash Bandicoot game 
this year? Will there be one on the PS2? 

4) My friend says that you can play American DVDs 
‘on a Japanese PS2. I told him he’s wrong. Can you 
‘sett! this for us? 


y Joseph P. 
Milwaukee, WI 


1 Dino Crisis 2 been announced for the PS1, 

though ho RE titles (with the exception of RE 

» the FPS game) for PS1. For PS2, they have 

announced that they are working on both 

DCand RE titles, as well as Oni Musha, which is 
a REAstyle game set it Medieval times. 

2)'Sony fas not announced the titles that they plan on 
put hing themselves, yet. Our sources tell us that 

S2 releasé may be pushed back as late as 
/early November. 

3) Sonyrecently announced “Crash Bash” as their 
Jame answer to Mario Clash. That's it for Crash, as 
far aswe know. Naughty Dog, the creators of Crash, 
are working on a top-secret game for PS2. Stay tuned. 

4)He'’s Tight Stick an old-skool PS1 controller in the 
PS2 (pre- Shock).and press up on the controller 
‘and you'll Bet the secret menu to enable the playing 
of UZ DVDs on the Japanese PS2. Not all US DVD’ 
‘will Work, though. 


Dear PSExtxeme, ' 


I was wondering, how does one who has an immense 
passion for video games, but might not be involved 
difectly,in thé video game industry, get himself into 
EY? Is it possible for a guy such as myself to get in? 
If So, is the show in Los Angeles this year or is it still 
in Atlanta? 
p 4 Jeff Ralston 
y ‘ Bend, OR 
en (you ever snuck in to a movie theatre? But 
ly... go now, and print yourself up some business 
mia that say you are the CEO of a major-sounding 
corporation and act casual whén yougo to get a badge. 
Itt in Les Angeles this year. 


Dear PSExtreme,, 
I will start outwith the heartfelt compliments first; Your 


magazine is god-like!! Your editors are all-knowing!!! 
And your paper is the shiniest, most-glossiest I’ve ever 


seen!!! Okay, now that I’ve firmly planted my lips on 
your buft, I have a question or two that are begging to 
be ans red. 1. I read in another magazine that the PS2 


in Japan is defective and had to be recalled. Is this a 
fat? 281 also read that many PS|L games won’t be 
compatible with the PS2. What do you know? 3. I have 

a pet cHicken and he likes grain. I am hoping to teach 
him how to peck the controller buttons on my game 
pad to play Um Jammer Lammy. Do you think it’s 


_. possible? 


, Thanks a lot. 
Mitch Pots 
Farnsworth, KY 


. a 
er = 


If you save your game in Ridge Racer VJ, it will 
accidentally corrupt the DVD-playing software in the 
P§S2. You can easily restore it with the utility disc that 
comes with the PS2. There are a few obscure PSI games 
that don t work on the PS2. Nothing anyone will be sore 
about. Don t try to train the chickens. Free the chickens. 
The chickens must fly free. 


Dear PSExtreme Staff, 


Yo! Whaasssup!?! Can you take a few minutes to answer 
a few questions I have? I was wondering how I could 
become a writer for your staff. I’ve read every one of 
your magazines since issue #1 and I feel I could give 
your sports editor, Eric Winding, a run for his money. 
Not to criticize his opinions, but my friends and I agree 
he seems a little biased, a bit opinionated, off the mark 
with what we feel is right and inconsistent with other 
reviews from other magazines. I have samples I could 
send in, so please let me know if there are any 
openings/possibilities. Secondly, what do you do with 
your reviewable games once they’ve been reviewed? 
Do you have to send them back to the publishers or 
do you get to keep them for yourselves? Last, I’ve been 
thinking about taking the plunge and buying an import 
PS2. Is this a good idea, or should I sit it out and wait 
for the US version? 


I am looking forward to reading your response, 
Dave Jackson 
Cedar Falls, IA 


Heeeeeel yeah, bouy. Send that chit on in. We are looking 
for reviewers that AREN’T opinionated and that DON’T 
play the games they review... so we can be just like 
everybody else! After we're done reviewing the games, 
we take them on over to the local Goodwill store for 
them to sell to the poor folk and the avant garde. It’s 
a good cause. You should wait for the US PS2. It’ll be 
that much tastier if you've starved yourself for the US 
release. 


Dear PSExtreme, 


I guess since everyone else says it then I'll say it too. 
YOU GUYS ROCK! 

Now that I got that out of the way, I can get down to 
business. First, | have a couple of comments on the best 
wrestling game ever, WWF Smackdown. This awesome 
game is not without a few flaws. In the season mode, 
when (or should I say IF) you win the Royal Rumble, 
you don’t get any points for your work and you don’t 
get to go to Wrestlemania to fight for the WWF Title, 
which 1s the whole point of the Royal Rumble. Also, it 
takes forever to get any title shot, even if you are in the 
top 10. Another thing that really bugs me is when you 
have two created wrestlers in a season and you team 
them up, you never have matches as a team. The 
backstage scenes are VERY boring and, when my 
character gets attacked, I don’t even fight the attacker 
later. I have played the Preseason Mode about five times, 
and four of those five times I’ve had the exact same 
matches and the same people have talked to me 
backstage. And one final comment... when you create 
a superstar, there are way too many heads with masks 
on. Now, with all this complaining about the game you 
would think that I don’t like the game, but I love it. If 
THQ can just fix these minor flaws the next time around 
then that game would be THE MOST ELECTRIFYING 
GAME IN SPORTS ENTERTAINMENT HISTORY! 


public epi 


Ffory 


I have something to say to Darwin Patricio who wrote 
in on the February 2000 issue. Are you the Dumbest 
person in the world or what? How idiotic can you be 
to think that Sony 1s copying Sega with their new systems 
just because they’re both 128-bit systems. Did you 
notice a pattern in the past gaming consoles? 8-bit, 16- 
bit, 32-but, 64-bit, and, now, 128-bit. So, grab a brain 
and realize that the PlayStation 2 will kick the 
Dreamcast’s a$$. 

Now, just a couple of questions and I’ll be off. This may 
come off in the form ofa list, so I’m sorry but I’m a list 
guy. First, do you know if Tony Hawk’s Pro Skater 2 
will be made for PlayStation 2 or just on PlayStation? 
Second, I heard that Angelina Jolie will be playing Lara 
Croft in the Tomb Raider movie. Is it true? Third, will 
there be a way to get Gran Turismo 2 100% completed 
without buying a new copy? Fourth, will Tekken Tag 
be a launch title here if it wasn’t in Japan? 

Well, that’s it for me. Thanks for letting me get a few 
things off my chest and, if you print this letter, 171] make 
it my sworn duty to protect the chickens everywhere. 


Conroy Mendel 


Tony Hawk 2 will be PS1 only. There will be a new game 
for PS2. It is true that Angelina Jolie will play Lara 
Croft in the movie, yes... read about it in the news section 
in this very issue. There was a bug in the first rev’s of 
Gran Turismo 2. It was a math bug. You really did 
get 100%, but they added it wrong. Kinda funny, no? 
Tekken Tag will be a U.S. launch title. Look out for 
the chickens and they will look out for you. 


Dear PSExtreme, 


I was reading your magazine the other day while 
watching TV and I happened to see a commercial for 
Crash Team Racing the same time I was reading your 
editorial page. Is that Greg Off nding the bike in the 
commercial? That picture looks like it was taken from 
it. If it’s him, how did he get in the commercial and why 
is he always on the Sony Underground discs? Is he a 
Sony butt-boy or what? 


Curious, 
Trina Stella 
Las Vegas, NV 


Shhhhhhhhhhhhhhh! We are totally independent and 
unbiased and that’s how come we can get away with 
saying the mean things we say. Besides, Greg is an 
actor... he has also played a gay bicycle messenger 
living in the city — in a hilarious WB sitcom that, 


unfortunately, has never seen the light of day. And, he’s 
the guy that they motion captured for Paperboy 3D. 
When you need a guy on a bike... Greg’s your man. 
He has his own helmet, you know! 


Addhess all mail To: 
=X #1 47 2 < 
Dimension Publishing 
4445 CheSS Drive. Suite & 
Foster City, CA tttot i! 
@- nail us: the PSextreme. Ne 


Greg's dank. Send ffeShness To 
OFF @ PSexTreme.com 7! 
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Wild Arms is a registered trademark of Sony Computer 
Poets pce ee at SLL BL Daa ame 
Entertainment inc. PlayStation an bap Sion are 
registered trademarks of Sony Computer ertsinunent inc 
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LET’S GET READY TO... Oh, sorry... Midway... Used to be Acclaim. 
The Oyster Bay, New York based publisher recently announced the inking of its licensing 
deal with HBO for a series of boxing games. The first game, HBO Boxing, will be 


PlayStation only and will ship this fall. The game is scheduled to feature over 30 different 


News Editor: /\) 


boxers and commentary from HBO broadcasters. No word yet on whether or not there 
will be a management mode in the game. If Acclaim is going for realism, they'll let us 


assume the role of Don King, place us in virtual Vegas and allow us to hand-pick referees and fix fights. This game would be more 


exciting to us if boxing was a real sport... like the WWF. 


WAS THAY WHOLE OVD THING SUCH A 
GREAT IDEA? 


BS) You know, with all of the trouble that SCEI is going to right now, 


regarding the PS2 DVD player, that damn memory card, region 
lock-out codes and Hollywood studios, you get the feeling that 


=| they would have been better off forgoing DVD for some other 


_ format... Not! Sure there are a few bugs to work out (mainly that 
the system software is on CD and that it probably should have 
been made part of the hardware), but Sony shipped, like, eight 
different versions of the PlayStation 1. If they had simply shipped 
the hardware with a BIOS disc, then they could have avoided re- 
tooling (to some degree) and simply shipped software upgrades. 
This is what they are hoping for over the next 5-6 years with PS2. 
It’s causing a few short-term problems, but the long-term benefits 
should make the launch headaches worth suffering through. 


reatat TO PLAY si all 


th he e horrible lineage of game-based movies (Mario, Street Fighter, 
/ sed Kombat, Double Dragon), it seems a little — for an 


=. 2001 release, or that the Lara craze is already fizzling, 


air should officially be out of the balloons (pun fully 


next year, but that Angelina is seriously light in the 


ove Hewitt or, our personal favorite, Anna 
, would be the pues choice; yess 


ACTIVISION REMODELING AGAIN 


How many times do these guys plan on restructuring their 


- company? They’ve just had their best year, title-wise, and they 
_ still can’t make it work. It seems that, no matter how many good 
_ (or bad) games they might ship, Activision just can’t make 


themselves a profitable company... And they’ve been at it for a 
long, long time. Maybe it’s all of those Jacksons they send id every 


| month, for games like Quake 3 Arena that sell 100,000 units, or 


maybe Disney licensing has squeezed every dime of profit out of |f 
an and Toy Story 2. Or, maybe it’s the fact that, at any given 

ae, there are 213 Activision PR people trolling the nation, pitching 

ir wares. In any event, this latest attempt at cosmetic surgery, 
pparently designed to impress the Board of Directors and aimed 


7: developing games for next generation consoles and the internet, 
‘may cost investors $66 million. I’ll bet you the mucky-mucks 


at Activision can hardly wait for Quake 4 to ship. 


NO THEY DO SOCCER GAMES? 


| By the time you read this, soccer-loving, PS2-owning Japanese 
_ gamers will be playing FIFA Soccer 2000 from EA Sports. In 
something of a first, EA is managing to ship a number of products 
in Japan BEFORE their American counterparts are released. 
_ Apparently, EA is turning Japanese, they’re turning Japanese, 


we really think so... In any event, we expect the game to look 
really, really cool and to play really, really similar to FIFA 99, 
98, 97, 96 and, of course, the incredible pre-Elizabethan FIFA. 


"HARD DIE ARD MODEM BUNDLEDWTHS2: 


_ While this news hasn’t been officially announced from Sony (they’re 
_ remaining tight-lipped), the Bloomberg news service recently 
_ reported that the PlayStation2 US launch line-up will include a 

modem and hard drive. Although exact details regarding price, 


speed and storage capacity were not revealed, there was an indication 
that the drive and modem would come built-in rather than be 


_ sold separately. According to the Bloomberg report, the full details 

_ and announcement would be revealed at E3. The bottom line: This 
‘is could be Sony’s strike to Microsoft’s recent X-Box announcement 
and Sega’s recent “free with a fill-up” on-line strategy. We'll have 
“more info fit to print in next issue about this news-breaking story. 


Currently, a Japanese Foreign Exchange and Trade law requires 
exporters taking products out of Japan worth more than 50,000 yen | J > SiS & 
(roughly $475) having anything to do with military uses to obtain a oe ae 

a special license and permission in order to do so. This law is typically | eeraemn an We oe 
relegated to missile guidance systems which require speedy processing | Bry AILERS jusy WARNE HAY c HAVE FUN oe 
and transmission of high-resolution images —— not next generation | iy 
video game hardware. But, Japan has now applied this restriction 
to the PlayStation2. Due to the PS2’s advanced graphics capabilities 
and immense processing power, the unit now falls into the category 
restricted by Japanese law. 

Since the system’s retail price is set at 39,800 yen (about $375), 
Gajin who are looking to bring back a sole system through customs 
shouldn’t experience any problems. This law will mostly apply to 
importers, who are trying to get large quantities out of Japan in order 
to sell them here in the States. 


In response to Electronics Boutique’s (Hatfields) offer | rf 
| to buy the used game retailer, Funco, for $110 million, | 
| the folks at Babbages, etc. (McCoys) made an |/ 
| unsolicited offer to the company of $135 million in | 
__ cash and/or Barnes&Noble stock. There is no word yet s 

on what executives at Funco intend to do. Why do |)” 

EB and Babbage’s want the used-ware dealer? Well, 

both chains have locations in just about every major 

mall in the country (and Puerto Rico) and most of the 

Funcoland stores are located in low-rent strip malls. It | 


NAMCO IS MAD. MADITELLS YAL | icsuaiven mutes wy of doting one 


it; Either retailer could run one of their “Trade in 10 
PlayStation games and we’ll give you a PS2 for 50 
bucks” campaigns, then ship out all of the used titles | 
to their Funcoland stores for absorption by the great | © 
- Gasp in amazement at the pretty screen shots | UWashed... Sounds like a win-win, Vern. Of course, | 
WeCin Expecting... We'll give you more | the big question on everybody’s mind 2 daw happens er 

when we’ve got it, and not before! | to our beloved Game Informer? OK, so it’s not on | oe 
_ everybody’s minds, but we know of a couple of editorial |j 


TRST | guys in Minnesota that are not looking to become 
_ Assistant Store Managers. | 
March, 2000 
a ved 


Namco recently announced the fall, 2000 release of Ms. Pac-Man | 
Maze Madness. While not much information was available on | 
mmm) the title as we went to press, we believe that the game 

. | will feature Ms. Pac-Man and that it will include some | 
|e ‘mazes.. 


Bes 


Source: NPD TRSTS Video Games Tracking Service 
900 West Shore Road, Port Washington, NY 11050 
(516) 625-2294 
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250 Personalized Stances & Motions 
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Total Control Fielding™ 
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7. destruction game for the PlayStation, 


_ you're funky-funky, fresh, AGETEC’s 


» pleasure, PLUS twelve (12) free issues of ‘ 9 
. the best, the first, monthly dedicated <4 


“WE HAVE A WINNER! 


. Every man has his price. Adam Whorley ; 


- You are now the grand prize winner and ‘4 


‘Medievilll  —s_ 


sponsored by 


E SEND US YOUR 


‘CODES AND WIN § 


BIG PRIZES! ‘ 


4 
Each month we'll pick the best code ; 
sent in by our loyal and intelligent ‘ 


- readers and send that person a brand 


spankin’ new copy of AGETEC’s hot 
Armored Core: Project Phantasma or, if . 


ASCII Sphere 360 (you decide). But 


- wait! That’s not all: if you act now, we'll 


also include AGETEC's super stylish ‘a 


the PlayStation, for your controlling 


if ASCli! Grip one-handed controller for { 


? 


PlayStation magazine, PSExtreme, of 


. course! Whoa! That's a lot of cool stuff J 


for just a code; what are you waiting 
for? 


: a 
Gf i a 


from Flint, Mi was willing to sell us his 


soul (and the code below) in exchange ; 


‘ for a chance to win our codes contest. & 
_ Adam, you'll be pleased to know that 


your sacrifice has paid off,andhow. ;4 


A, an express courier is currently en route - 


to your doorstep with a parcel fullof  < { 


 tastey prizes just for you. Bill, Edward, 4 


Mark, Phillip, Edger, Stu, Roger, Sue, 


. we're sorry, but you didn’t win this 


month. Try again. 
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ALL THE CHEATS! 

Start a game and right in the middle of 

ney it, — holding press €, #, @, 
> 0; %, ®. if you press pause to bring 


- So options menu, you will find a new 


“cheat” menu option with all sorts of fancy 


4' new goodness to add to the game. 


Highlight the Multiplayer option in the option 
menu. Then press and hold + i + Ge 
+ @ then &. Then enter any of the cheats 
below. Use your and to skip between 
levels. 

KLFSDA 

BDK 

CMB 


FDMFG 


Go to the Home Station Screen to open the 
Cheat Menu. Press IGE, IGE, HE, Ea, EE, 
EGE, Select, Select. Once you do this, you can 
enter the cheats printed below. Cheats are 
case sensitive. 

All Cheats Off 

Greyam Beard 

Break and Enter 

Armoury 

Big Daddy 

Move House 

Jalferezi 

Awrate 

Sly n Devious 


ROCKWROK 


Quickie 


Whle playing pause the game and then press 
TE, 8,0.0.0.0.6 


Pause the game and then press @, ©, EEN, 
Li § 


Go to the main menu, press and hold @ + 
+ [EN and then press #, ¥, ¢, >. 


Enter Scott Murray or any other developer 
team name as a player name, at the player 
creation screen. 


the tools of the trade 
$$ codes, hints & tips 


Enter the password 
|.AM.THE.MIRROR.MAN,.OOOOOOOOOO! 


Enter the password 
NOW.THAT’S.WHAT.i.CALL.RACING.147. 


Enter the password 
WHEELS,.METAL.,.ITS.....THE.BiN!. 


Enter the password 
WELL.IF.IT.AINT. THEM.PESKY.KIDS. 


Enter the password 
IS.IT.COLD.IN.HERE.OR.iS.iTJUST.ME?. 


Enter the password 
YOU.HAVE.A.LOTA.EXPLODING.TO.DO. 


Enter the password 
LOOK.OUT!.ITS.ANDY.GREEN. 


Enter the password 
PURSUIT,.A.SUIT.MADE.FROM.CATS. 


Enter the password 
IM.OBVIOUSLY.SICK.AS.A.PARROT. 


Enter the password 
HERE.TODAY,.GONE,.LATE.AFTERNOON. 


Enter the password 
MASTERS.IS.AS.HARD.AS.NAILS.MON!. 


While playing the game, press and hold @ + @ 
+ Start. The game will then pause. Press Start 
to resume the game with the new first person 
view. 


While playing the game, press and hold © + @ 
+ Start. The game will then pause. Press Start 
to resume the game. 


Press and hold HN, M3, GEE, or and 
then select the Skate option at the skater 
selection screen. 


Enter the following at the Press Start Button 
screen, press ©, "©. ©, ©, ©, ©, ©, EE. 


Enter the following code at the Press Start 
Button screen, press ¢, ¢,©, ©, ©, HEE, @, 
>, Ee. 


Enter the following code at the Press Start 
Button screen, press HEE, @, +, +, MEE, «, 
in, <. 


Enter the following code at the Press Start 
a screen, press ,%, ¢,%, ©, ©, EEE, 


Enter the following code at the Press Start 
Button screen, press IGES, E38, G3, a. 
Li Ri Rt to unlock the Movie 


option at the main menu. 


. CONTEST RULES: Anyone of any age can enter. The only people not * 
eligible to win are employees of Dimension Publishing or AGETEC, their friends, . 
family, pets and anyone they talk to or know of. Dimension Publishing reserves * . 

" . the right to make any and ali decisions regarding the contest, One winner per "A 
_ Month will be chosen, at Dimension Publishing’s discretion, based an the code 14 
or trick supplied by the entrant. If you win but do not specify, in your code 
submission, which prize you want to receive, then we will choose for you. 


Enter the password 


L WAITS ARANDA WANT ITNOW!, Enter: COPSAUSNAA at the password screen. 


bot, "* . weal wy oa a a cain eee ‘ 
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Go to the Main Menu and enter the following 
code IEE, EE, ©, ©, ®, ® 


To enter any code below pause the game then 
enter the code. 


ee oe fs © © 

@,@, ©, ©, HE, 

©, ©, ©, ©, aE, 

©,8,6,© 

PR Ri ot Li BARA 
©,8,6,6,8,0 

ee, Oe ore oe OO ® 

Pause the game and enter any code below 
©, ©, ©, ©, 5, 
se oe fs © © 

@®, @, ©, ©, HE, 
©,©,6,6,0,© 

AR 1 AR LBA} 

Pause the game enter any code below. 
[se oe fs © © 
©,@,©,©, a. 
[EO ©, ©, Cs, 

©, ©, 5, mE, 6,© 


To enter any of the cheats below, go to the 
Select Event menu and press IGE 


NORLDSRS 
MOR3C4MS 
BLGSPR4Y 
M3RCVRY 
BLGBLK3S 
G14NTS 
NOCR4SH 
MOON 
V3NVS 
S4¢TVRN 
VR4NVS 
PLVTO 
N3PTVN3S 
JVP1TSR 


M4RS 


Go to the Team Selection Screen in the single 
game mode and enter the following code. @, 
>, +> | >, | > € Dd, ©». if entered 
correctly you will hear “Triple Play Baseball”. 


Pitch 9 strikeouts in a row. 

Pitch 6 strikeouts in a row. 

Strike out 6 times in a row. 

Get caught stealing 2 times in a game. 
Hit 2 home runs in a row. 


Enter one of the following codes while playing 
a game to hear the announcement. 


Press and hold + + + and 
then press €, @, #, @. 
This only works with some players. 


Press and hold + + EB + and 
then press #, @, %, ©. 


Press and hold + + + and 
then press ¥, @, >, ©. 


Press and hold + + Eee + and 
then press @, +, @, #. 


Get a high score on any track in Grand Prix 
Mode. Then enter NIGHTS as your name to 
unlock the Monaco Night Track. 


After creating a new driver, enter the name 
_FLY_. The lines before and after the FLY 


refers to spaces. Now your cars will get big air 


everytime. 


Play Career mode and win the Acclaim belt. 
Play Career mode and win the Acclaim belt. 
Beat Career mode with Mike Awesome. 


Play Career mode and win the ECW World 
Heavyweight belt. 


Play Career mode and win the ECW World 
Heavyweight belt. 


Play Career mode and win the ECW World Tag 
Team belt. 


Play Career mode and win the ECW World TV 
belt. 


Defend the ECW World Heavyweight belt five 
times. 


Beat Career mode as Louie Spicolli. 


AER RNE EATS RAREST LR ET LET TET NE 
Send all code submissions fo: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 


Welcome to the Game Shark section. Each monthwe'lllistthe .¥% 
j ' newest and coolest codez right here for your cheat’n pleasure. ‘, y 
Warning: These codes won't work without a Game Shark. For 4 
the latest codez and info, get on the internet and check 
www.gameshark.com, www.cmgsccc.com or 


*www.datel.co.uk. If you find a code doesn’t work, you may 
§ ‘ need to upgrade your Game Shark. Check your instruction 
“manual for details. 
hu (Most of these codes are “unofficial” and may or may not work ° 
. correctly at all. Use at your own risk.) 
‘JEDI POWER BATTLES (GS V3.2) 
AD GALLIA CODES 
ALL SKILLS ..cccescecceseeees - SOO000A0L 
3008C9E5 
> ALL LEVELS AND SKILLS MAKED.3008C9E5 
: 50000402 
8008C9E6 
ie 3008C9EE 
50000502 
800B2656 
.INFINITE HEALTH Pl ......e4- 800B240C 
} INFINITE FORCE Pl ..........800B2414 
‘INFINITE BOMBS Pl ..........800B241A 
’ INFINITE SPECIAL Pl .....-. - -800B228C |, 
a 800B241A 
}} UNLOCK ALL LEVELS ..........800AD29C 
INFINITE CREDITS ..........-800B2404 
MAX SCORE Pl ...-cceeeeee+++800B2408 


’ 800B240A 
» INFINITE HEALTH P2 ........- 0064 3 
} INFINITE FORCE P2 .......... 
INFINITE BOMBS P2 .......-. 0005 .% 
| Emel SPECIAL P2 ........ 
800B2436 


ALL HANDMAIDENS .....++++++- 
OBI-WAN KENOBI CODES 
: .ALL LEVELS COMPLETED 


- 800B22B4 ay" 


«eeeee+50000A01 i 
300B25F9 ¥ 
300B25F9 
’ 50000402 
7 , 800B25FA 
300B2602 
3008C9AF 
50000402 
8008C9B0 a 

3008C9RB 
MALL SKILLS ...ccccrcccccrcees SQO00A0L * 

: 3008C9AP : 
‘i ‘QUI-GON JINN CODES 4 
ALL LEVELS AND SKILLS MAXED 30082619 . 
50000402 a2 

\ 800B261A 

‘a 300B2622 
3008C9C1 
50000402 
j 8008C9C2 
3008C9CA 
«eeeeee50000A01 a 
300B2619 , 
ceeds eaetabuee . -50000A01 
3008C9C1 


ALL LEVELS AND SKILLS MAXED. 


ALL LEVELS 
} ALL SKILLS 


~ MACE WINDU 
‘ALL LEVELS AND SKILLS MAXED.300B2637 
50000402 
800B2638 ¥ 

300B2640 

3008C9D3 

50000402 

B008C9D4 

3008C9DB 

«eeeee+50000A01 

300B2637 
.50000A01 f 
3008C9D3 


LEVELS 


SKILLS 


KOON CODES 
LEVELS COMPLETED ....... 50000A01 
300B2675 
LEVELS AND SKILLS MAXED.300B2675 
50000402 
800B2676 
300B267E 
3008C9F7 
50000402 a 

8008C9F8 
3008CA00 oe 
BETTI oc cv cc cccvceocccs> 000001 “ 
3008C9F7 


_8E KYPE OUR PROM www.cmgsccc.com ff 
* at. ere =a, aS ~t 
sa ye ae ye ee 


rarer 
KOUEZ 


© 2000 The 3D0 Company. All Rights Reserved. 3D0, Army Men, World War, Real Combat. Plastic Men., 
id their respective logos, are trademarks and/or service marks of The 3D0 Company in the U.S. and other countries 


Edna? How’d you 
get this number? 
No! I can’t talk 

right now...we’re 


about to launch a 
major offensive! 


Publisher: Rockstar Games 


Developer: Angel Studios 


As the US launch of Sony’s PlayStation2 looms ominously on. 
the horizon, more and more American third party developers are 
Starting to spill the beans about what they've been secretly working 
on for the past six months. Among the many, East coast’s Rockstar 
Games has been one of the most vocal. With three different titles 
porn announced ssa aaa) in Pasir ag are 
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As you can see from the screens, * Midi off: 

up detailed and realistic 3D city maps, the sa 

to be fully recreated down to the most minute 

details. Expect all of the major landmarks to be — 

represented (from the Empire State Building in hen. 

York, to the Tokyo Tower in Japan, to Picadilly Circus . 

in London), as well as every part of big city life you =———™ 
would expect from a crowded metropolis. Each city will be 
packed with traffic, pedestrians, police (that behave as they — 


would in real-life) and roadside objects, such as trash 5 as apn ik 
hot dog carts, street lights, mail boxes, etc. 


Unfortunately, there really isn’t much more information 

to report on at this time. The game is still in its early 

stages of development, but Rockstar is optimistic that 

it will be available around launch time. We will return 

with more information and a hands-on report next 
issue, as the game will be in playable form at E3. 


Publisher: Rockstar Games Percent Complete: 50% 
Developer: Angel Studios Release: Fall 


Originally titled Getaway, Rockstar Games’ Smuggler’s Run puts the player in the 
role of a driver for hire. Much like “BJ and the Bear’s” BJ McKay, the object behind the 
game is to deliver “questionable” goods across county lines... no questions asked. Of 
course, the local law won’t take lightly to your illegal actions and will, most assuredly, 
join in pursuit. In addition to law enforcement, rival bands of smugglers and the terrain 
itself will make your life challenging to say the least. Just crossing the landscape 
requires you to develop various skills for controlling slides on slippery sand and ice, 
crossing rivers and surviving collisions, and jumping fallen trees and other obstacles. Other strategies will come into 
play as you will be forced to find ways to out-think and out-drive determined opponents and cops. 


Set in a variety of rural environments, with what looks to be an incredible panoramic perspective, the game’s 
3D graphic engine will allow the player to drive just about anywhere. One of the more striking features in the 
game will be the unbelievable draw distance, which stretches out as far as the eye can see with relatively no pop- 
up. The kicker is, the mountains you see miles off in the distance can actually be driven to and over. 


While we haven’t seen the game in action, we're told that the levels are immense and seem to be taking full 
advantage of the PlayStation2’s memory capabilities. The environments in which you drive include wide-open fields, 
dense forests, hilly valleys and plains, swamp-filled jungles, roaring rivers, and mountain ranges — and, if you didn’t 
soak in that last paragraph, you'll be able to get to virtually any point you can see off in the distance. How cool is 
that!? Having this kind of freedom should definitely allow for some unique gaming elements, as forging your own 
path will become half of the fun. 


Si) 
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Touting an extremely advanced physics model, all of the vehicles in the 
game (which range in variety from four-wheeling pick-up trucks to military 
Humvees to dune buggys) feature four-point suspension systems. This means 
they will accurately behave just like they would in real life — you will feel every —— 
bump, jump, ditch and hill just the way you would expect. Some of the other a 
features in Smuggler’s Run include night driving, weather effects, tons of special 
effects (vehicle damage, particle-based sand, dirt, and smoke), in-game cut 
scenes, interactive objects (rocks, trees, brick walls, etc.), a four-player 
multi-player mode, and advanced AI that allows for CPU-controlled vehicles to run as decoys 
or chase your opponents. 


Like Midnight Club: Street Racing, Smuggler’s Run is being developed by Angel Studios 
(besides Midnight Madness for the PC, they are the team responsible for converting Resident 
Evil 2 onto the N64). The game will be shown at E3 this May and is 

currently scheduled to be released in January 2001. 
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Publisher: THQ 


Developer: THO Release: Fall 


A Summoner’s inheritance is 
a power greater than magic. 
Summoners Call forth demons and 

golems, supernatural servants and elemental creatures. 
Summoners have toppled empires and challenged gods. 
They are venerated as saviors and feared as destroyers. The chosen are born with 
a mark on one hand, but the origins of this gift were forgotten long ago. 


Joseph fears his power more than death itself. As a child, Joseph tried to save 

his village from attackers, but the demon he summoned slaughtered the villagers 

while Joseph watched in horror, his misguided heroics causing 

the death of those he loved. Exiled and ostracized, Joseph vowed 
never to summon again. 


Over the years, the enigmatic Yago counsels and. guides the 


youth, preparing Joseph to fulfill his 
prophecy. As the invading armies of Orenia | 
march across the Medevan plain, Yago urges © 
Joseph to quest for the ancient rings. oa 


Reluctantly, Joseph agrees. 


| On his journey, Joseph meets three young 
adventurers who become his ops niOne — bo 
seat and Rosalind. Flece i <a a cu : 


~~ 


ago, and now the warrior seeks revenge. Begruagingly, he helps Joseph on his 
quest. Rosalind is novice of the Order of loria and yearns to becOme a mage- 
priest and guardian of Iona’s divine scrolls. The daughter of Yago, Rosalind is 
jealous of Joseph’s power and hates her father for deveting his life to the 
Summoner’s cause. 


Their quest.takes them across the world — to the sunken. mpire of Ikaemos 
and the ruggedwilds of Liangshan, from the stronghold ofthe Khosani to the 
jade river that flows from Heaven. In the ruins of lost.civilizations and temples 
of Orenia, they search for the Summoners’ rings... 


And so our story begins; Greg and I receniy 
first-hand, THQs initial PS2 offering, Summon 
on PS2 in America; Summoners developers are 


i. 


that is\6q-par with the best that Square, 
were given a demonstration of a gouple OF 
early to comment on whether or not they 
The game looks great, showing off some im 
has merit, but the frame rates were sluggi: 
game is VERY early. The developers, Volit 


plan on Offering the player an easy-to-u' 


an Francisco to view, 
rst RPG to be offered 
ng’an RPG experience 
avé to offer..While we 

US itis way too 
close to achiéving their goal. 
ressive Special effects, and theidea 
running;on.a PS2 dev. Kit) and'the 


© ‘in your party, and a large range 
from vast dungeons to sprawlingecities.  ¢ ‘ 


Summoner is scheduled tosship at American ~ se 

launch of the PS2, or soon thereafter. We will keep Se 

| you updated as the game gets further along in its 
development cycle. | 
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Oni, the last of the three PlayStation2 games 
announced by Rockstar Games comes from the 
talented minds of Bungie Software. These coders, 
who are also working on the breathtaking Halo, have 
been developing the game for quite some time now 
on the PC and Mac. About mid-way through Oni’s 
development cycle, it was decided that it was a perfect 
fit for the PlayStation2. This is where Rockstar comes 
in. They are actually working on the PS2 version 
internally in conjunction with Bungie. After a few 
months of coming to grips with the new hardware, 
the PS2 version has become the lead platform, with 
} the other versions close behind. This can only mean 
~ good news for early-adopters, as the game will surely 
be ready when the hardware launches this Fall. 


Oni’s storyline is set in the year 2032, where you 
play as Konoko, a rough-and- tumble chick who 
also happens to be an elite agent of the Tech 
Crimes Task Force (TCTF). Asa member of the 
TCTF, you've been assigned with infiltrating and 
destroying a ruthless crime syndicate. Starting 
4 Out as a typical cops-and-robbers story, the plot 
- . quickly thickens, becoming darker and more 
: complex. As the game unfolds, you'll 
come to find that not only does 
Konoko have “ghosts” in her past, 
but she will also wrestle with her 
identity and, eventually, discover 
there’s no one she can trust. 


Taking a page from Japan’s 
popular cartoon/comic book culture, 
all of the characters as well as the 
art-style have a distinct anime look 
and feel. The story unfolds via a 

variety of scripted, cinematic 
cut-scenes and cel. “animated 
sequences that really bring the 


Publisher: Rockstar Games 
Developer: Bungle/Rockstar 


Percent Complete:.65% 
Release: Fall 


game to life. In addition, the game uses interpolation 
in its character animations, which means that Konoko 
can realistically sprint forward, tuck into a dive roll 
and then pop up into a flying kick, all in one smooth, 
continuous movement — reacting instantaneously to 
the controls. 


Oni is best described as a third-person, 3D 
action/adventure that seamlessly blends hand-to- 
hand combat and gunplay into a single action 
experience. While the game will offer up an impressive 
arsenal of weapons and gadgets at your disposal — 
from pistols to rocket launchers — realistic placement 
of ammunition in the environments means that you 
won't be able to tear through the levels with guns 
blazing. Instead, Bungie is ensuring that the player 
will have to use ‘their fists and feet, with punches, 
throws and kicks, that will be cr itical for attacking 
silently, saving esciens ammunition, ands simply 


Dubbed “Full- -contact ache? players will 

switch back and forth between armed an 
modes of combat on the fly, and can USE Fie sees 
the huge, interactive environments ro > . 
and their surroundings to aid them in’ 
their battles. 


Oni is set to ship simultaneously “6 

across.all platforms (PC, Mac an 

PS2 this Fall) and we'll be revisit 
the game in more detail in upcomi 
issues. The screen shots you s 
here are from the PC version, 
although we are told it will be 
virtually identical to the PS2 when — 
all is said and done. 
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Unfortunately, we ran out of editorial space before we could adequately 
offer up all of the details on some of these new PlayStation2 games recently 
announced. In any event, we thought you would at least like to get a gander 
at what some of the American, European and Japanese developers are working 
on for the US launch this Fall. Especially exciting are the games coming out 
of Sony Europe/Psygnosis. Drakan (working title), The Getaway and Wipeout: 
Fusion look incredible! Some of the other amazing titles in development include 
From Software’s Armored Core 2 (we’ve played 

it and it’s awesome!) and Activision’s Gunslinger. 


ARMORED core 2 — aGeTec 

ary In addition to the games shown below, there 
are still quite a few question marks and 
unknowns that will be revealed in less than a 
month at the E3 show in Los Angeles. If 
anything, the US launch (with the possibility of 
a modem and hard-drive bundled in) is going 
to be amazing, with at least ten good, if not 
great, games available day one. Make sure to 
return to this section next issue, as we'll have 
returned from the show with all of the latest 
PS2 information. 
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Publisher: Namco 


_ Namco and Sony have a long storied 
history together. At the launch of the original 
Playstation, Namco was there with Ridge 
Racer, and about two months later, Tekken. 
Both titles were strong graphically (at the 
time) and highly regarded. Fast forward to 
the present (approximately five years later). 
The Playstation2 has been launched in Japan 

and Namco is there with Ridge Racer V, and 


Tournament. With each release of Tekken 
- on the Playstation, Namco has been able 


: Tag Tournament continue this trend? Shame 
on you for doubting Namco. 


~ TIT is more of a side- -story than a ue 
sequel to Tekken 3. Featuring almost the 
entire roster of characters from 2 & 3, TTT 
weighs in at over 30 fighters. Never content 
to have simply one game mode, TIT 
includes a host of them, including: 1-on-1, 
Tag, Survival, Versus and Time Attack 
modes. Additionally, there are a host of 
hidden modes — Tag Tournament, once 
again, features a hidden playable mode. It 
might not be what you expect, but don’t be 
surprised if you find yourself addicted. 


Like Dead or Alive 2, Tag Tournament 
is played with the tag format. You'll do battle 
with two partners and have the ability during 
the match to “tag” your partner in to 
continue attacking. Gameplay is pretty 
standard Tekken fair; punches, kicks, multi- 
part holds, juggles and reversals — it’ S all 


j Opponent is knocked in the air. The partner 


life. An additional factor is that, if your 


may become 
(symbolized by a flashing life 
Dar). Tagging the “mad” 


less than a month later Tekken Tag © 


to reach new visual levels, would Tekken — 


here, many characters also have additional 
moves added onto their arcade move list. 


Some partners have special tag- -team 
moves, and can continue combo’s when an 
that is waiting in the background regains. 


character is beaten too severely, the partner - 
ni Ah) m FS d a 


~ partner in at this point allows: 3 
_ that character to temporarily - 
do more damage than normal. 


- Developer: Namco 


This “mad” feature doesn’t apply to 
everyone, however. Some people get 
madder quicker and, depending on the 


partner, some may not get mad at all. King 


of Fighters fans may recognize this relation- 
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type system. Tekken gameplay is a love or 
- hate affair. Many people complain that the 


game system is too button-masher friendly. 


Others claim it isn’t “deep” enough. Simply 
| put, if you like the gameplay of the previous 
| Tekken titles, you'll enjoy TTT immensely. 
If you like Tekken gameplay the tag feature 
adds an additional element. About the only 


‘problem here is that winning is ile ste a. 


matter of defeating only one of the two 
~ opponents. 


Anti-aliasing — it’s been the major talk 
since the release of the Playstation2. The 
lack of anti-aliasing can in video games, 
depending on your TV settings, make the 
- edges of objects appear jagged. In a perfect 
world all of you would be able to play the 
Playstation2 version next to the arcade 
version. While anti-aliasing may be a slight 
concern, the home version on the 
Playstation2 looks so much better than the 
-arcade version that it’s almost a shame 
to call it a port. The character models on 
the PS2 are of a supremely higher quality 
than their arcade counterpoints. Characters 
go through an entire range of life-like ranges 
and motions. Some characters have 
different win/loss animations depending 
upon their partners. 


Little touches like the way Lei Wu Long's 
handcuff’s and hair move independent of 
his body... Women’s dresses hang naturally 
and move independent of their legs. Many 
characters have discernable muscle lines, 
and the backgrounds — the word beautiful 
doesn’t begin to cover them. Keep in mind 
first of all that the Tekken gameplay involves 
an unlimited scrolling ground. The 


backgrounds in TTT, however, are in 3D. 


Those two elements make for a strange 


graphical quirk where the 3D background 


meets the floor. At that point the 
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/ If you’re a fan of 

{ Tekken the only think that could 

4 possible be better than this 

=| would be seeing Tekken 4. ‘Till 

+ that time, TTT with its host of 
=f} modes and characters, should 

+ more than be enough to keep 

"| fighting game fans occupied. 


backgrounds almost do look 2D. They aren't - themselves... 


however, and a quick glance at several of . 
them shows a lot of jaw-dropping vistas. 
These include a seaside temple with people | 
training and milling around. You'll see 

villagers watching, and walking, unloading. 
ships, many of them with their sails blowing _ 
in the wind. Another stage finds you in front - 
of a temple with students practicing martial 
arts in the background. Hwang's stage is a 
temple during a lightning storm with lighting 
visible in the background, with flashes of 
lightning lighting up the screen. Monks are 
making their way through the temple as an 
attendant is sweeping. Finally, Lei Wu Long’s 
stage with all its glowing neon signs, fog 
billowing up from the nearby water, and a 
host of spectators milling around is another 
sight to behold. While many ofthe 
spectators on these stages are repeating 
the same actions and walking the same 


routes, in the end you don’t marvel at their 
actions. It’s fairly similar to what we've seen 
for years as 2D in the background of the 
various Street Fighter stages. What is 
impressive about this all is the that it’s being 
done in true 3D while the fighting is going 
on in the foreground. If there is more of 
a testament to the power of the system, 
I haven't seen it yet. 


Finally, take a look at the game music 
and overall presentation. Most TTT endings 
feature well-done, real-time 3D endings. 
Some feature incredibly high-quality FMV. 
The intro FMV is also of an incredibly high 
CG quality. Brilliantly composed music 
rounds out this - total 
package. The music, once 
again, fits the various | 
characters and stages. | 
Namco's composers along |" 
with their graphic artists — ai 
are simply ina class by _ 
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A NAOMI game crossing over to the dark 
side, this is a strange occurrence. What strikes 
me as really odd is that DOA2 wasn’t released 
for the Japanese Dreamcast (US exclusive), 
yet somehow is available for the import PS2. 
What kind of negotiations did Sony work out 
with Tecmo to score that coup? Whether this 
was a smart move on Tecmo and Sony’s part 
remains to be seen. Anyone interested in 
comparing the systems side by side has been 
given the venue to do so. And if there was 
ever a question about which superconsole is 
superior, any potential arguments could be 
quelled right here. Let's get the only question 
that matters out of the way: does DOA2 on 
PS2 match up to Sega’s home team 
advantage? Well, that’s a big yes and no. 
While gameplay is identical (I prefer the Sony 
pad), the characters look fine and the new 
backgrounds are a plus, the anti-aliasing 
problem that plagued Ridge Racer V is present 
and very obvious in any areas with fences or 
busy background elements. Finding this 
inherent flaw won't require that you look too 
hard, it's everywhere. Lattice patterns turn 
into a jumbled mess of pixels anytime the 
camera or action shifts too rapidly. It’s such 
a shame because as faithful as I may be to 
Sony, I will always play the better version of 
a game, be it on my Dreamcast, SNES or PC. 
I shouldn't be too hard on this, after all the 
game has been ported over to a totally foreign 
chipset — remember DOA2 was created on 
NAOMI. On the-flip side, the lighting (the 
PS2's forte), is breathtaking. The new rooftop 
background (surely inspired by Virtua Fighter 
3) looks photo-realistic. From a distance it 
could be confused for a scene from a Jackie 
Chan flick: Kasumi and the remainder of the 
cast still look better than 99.9% of the stuff 
out there. Each fighter has even more 
costumes to. don, but only as hidden Easter 
eggs. 


Graphics are important; 

I can’t argue that, but, more 
- importantly, DOA2 plays like 
the real McCoy. Whether the 
comparison is drawn from 
the arcade game or DC 
version the verdict remains 
the same, DOA2 PS2 plays 


pall diab 


Developer: Tecmo 


like a champ. Every break-away portion of 
every level is here, every combo, every team 
combo: and every reversal, too. Have I 
mentioned that I hate the new DOA2 reversal 
system? Reversals are still far too easy to 


perform and, although the damage has been 
toned down, inflict more damage that should 
be allowed. So, what’s an import buying 
gamer to do? If you don’t want to take my 
word for it your best bet is to find a local 
import shop that also rents PS2 games. Then 
you can decide for yourself. It doesn’t matter 
which fighter you pick, all three are worth 
a purchase. As for DOA2, it can hold its own 
against Tekken Tag in the multi-player fun 
factor category. If Tekken isn’t what you need 
and Street Fighter is too two dimensional 
then, I say, go with Virtua Fighter’s second 
cousin, twice removed. 


line 


/ If Tekken and Street 
Fighter don’t cut it, Dead or Alive 


-| 2 should fit the bill — it’s different 

| enough to warrant a look. The tag 
feature gives Tekken more than a 
run for its money with some 


| spectacular tag team maneuvers. 
| Fans of Virtua Fighter will be 
happy, too, DOA2 is a clone with 
more bells and whistles. 


writ 


Publisher: Squaresoft 


Is there really that much of a difference 
between Japanese and American gamers? Are 
they willing to tolerate products that we simply 
won't accept? Or, are we just too picky and 
cynical? 


The reason I pose these questions is the 
latest PS2 disappointment — in the form of 
Square's “Driving Emotion Type-S.” What does 
the title mean? Hell, I don’t know... the only 
emotion that the game was able to get out of 
me was rage. While the game's graphics are 
reasonable — not quite as polished as RRV and 
terribly lacking in the quality of the player's point- 
of-view, with decent car models and manufacturer 


selection — you will never find out how many 
cars or tracks there are. 


Why? Because the game features impossibie 
play mechanics and a contro! scheme that is 
among the worst ever implemented in a driving 
game. The way the game plays, you are 
constantly twitching the controller back and forth, 
right and left, in an effort to simply keep your 
car on the track — even when travelling at speeds 
as low as 30 kmh! You begin a one-player race 


(the game also features a two-player, split-screen 


option) at the back of a six competitor pack. Your 
car (you begin with a selection of Japanese car 
manufacturers) lurches forward and the race 


otto line 


This game will require a 
| control scheme overhaul before 
-| it comes to American shores. 
4 While it is attractive and looks 
4 like it could be a deep racing 


| experience, no one will ever 
‘| know unless they change the 
“| way you play the game. 
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- Developer: Escape 


is on. While trying to play this game over the 
past two days, I have found myself, on occasion, 
in first place... briefly. If you are lucky enough 
to gain that position, it will not last. If a turn 
doesn’t send you sliding into a wall or track-side 
object, one of the other cars will clip you from 
behind and send you spinning off of the tarmac. 


Once you’ve hit that wall, or burned the 
grass, you have no chance of recovering and 
getting back in the race, unless you alter the 
game's settings to increase the number of laps 
in the competition. Of course, that will only 
translate into more opportunities for you to crush 
your car, or be crushed by one of the idiots behind 


you. I know what you're thinking: “Hey, maybe 
there is a brake, suspension or drift setting that 
could have alleviated this problem.” Uh, no. 
Try as I might, none of the car settings seem to 
have any effect on my Mazdas, Toyotas, 
Mitsubishis and Nissans. 


It's really unfortunate that this game came 
fatally flawed. Maybe earned cars wouid handle 
better, maybe the tracks that you open up by 
beating the first three are cooler, maybe the play 
mechanics grow on you and Driving Emotion 
becomes the best racing game ever... Maybe 
not. 


It is my hope that Square 
will recognize the error in 
their ways and that the 
control scheme will be re- 
done when the game hits 
American shores, and that 
they realize that gamers 
want to drive cool cars fast 
— not try to rein in some 
Stee! beast that operates 
like a sled. 
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"Publisher: TRE Soft . 


[SO %/i2meup 


| If you'r re not a . golf fark my heaping © 
praise on T&E Soft’s “Golf Paradise” game 


_ for PS2 is going to mean nothing to you. 


Of course, the odds of anybody outside 
of a couple dozen crazy American journalists 
seeing this game on American shores is 


_ Slim, but that doesn’t mean it isn’t a ay 


game. 
In fact, I would go as s far as aaving 


- the statement that it is the best game to — 


date on the PS2. It is the most playable, 


-- easily accessible game of golf this side of 
“Hot Shots”, the graphics are far superior 
to any golf game that has gone before (the 

_. trees even sway in the breeze and the water 
~ looks real — nary a digitized image to be 
found anywhere), 


The gameplay is 
challenging and addictive and, stealing a 
page from Hot Shots and Mario Golf, the 


~ skills and equipment upgrade system is the 


glue that keeps long-term gameplay 


exciting: To drive home my point, I spent. - 


the better part of last evening (when I 
wasn't working on my tax return) playing 


EA's new “Tiger Woods and the PGA Tour 


2000,” This game is the cutting edge of 


graphic presentation for golf games on high- - 


end PCs, and the engine behind the game 
has been going through constant tweaking 


~ for the past four or five years — yet it can’t 
even come close to the graphic detail, color, 


alive environments and smooth frame rates 
of this PS2 showcase. All you have to do is 
to compare the trees found in the games 


_ to get a sense of the difference in the 


graphic quality. Tiger features digitized, 
flat, collections of pixels with no depth or 
‘dimensionality, Golf Paradise features true, 


_ three-dimensional trees (and a large variety 


of them at that) that move in real-time, 
depending on the wind. It is fun to simply 
maneuver the camera and look at the detail 
evident in the courses and 


inhabit them. When Sony 
began to talk about the 
y Emotion Engine, this is 


— the end of vacant, 
sterile environments that 
m were nothing more than 

simple polygons with.a 


all of the objects that 


what I imagined it to mean: 


ottom line 


Developer TRE Soft. 


nice coat at paint on them, “and the ) ae 
beginning of environments that were living, ieee. 
_ breathing things — with crowds of people, | 
leaves blowing across the street, ambient | 
sounds, grass moving, street traffic, birds | 


flying, and the like. 


T&E Soft’s game is the first of the PS2 
titles to begin to display the “Emotion” and 
the difference is easily noticed and 
appreciated. It’s going to take time, but I 
believe that this modest little golf game 
is the first sign of great things to come. Will 
it make a non-golfer buy a golf game? No. 


But, for those of us that love the game, it 


will be a required purchase if and when it. 
makes its way to American shores this Fall. 
One can only hope that SCEA is eOnng te 
at this as Hot Shots 3. 3 


Golf Paradise is, in my 
‘| opinion, the best looking, best 
-| playing PS2 game to yet appear 
cof /n Japan — and it is a sign of 
| great things to come. T&E Soft 
| have been doing golf games in 
_| Japan for many a year, and this 
| /s their crowning achievement. 


Publisher: SCEJ 


| Since I actually played and enjoyed the 
original Intelligent Qube (IQ) that Sony released 
more than two years ago, I was awarded the 
task of checking out this PS2 version, or “I.Q. 


I.0 REMIX+ 


—inteltligent qule&— 


PRESS START BITTON 


©2008 Sony Computer Entertainment inc 


Remix+” as it’s called. Lucky me. 


It's not that I don’t enjoy a good puzzle 
game every now and then, it’s just that I had 
my heart set on Square's baseball game, and 
then Greg comes back from Japan and hands 
me a puzzle game and a pool game. Shoot, 
throw ina Vegas casino game and you've got 
the “trifecta” of sedentary parlor games. 


Anyway, if you're at all familiar with I.Q., 
then you already know all there is to know 
about this game, except that there’s been some 
psychedelic background movements and 
shadowing effects thrown into this “remix” 
version. Simply put, 1.Q. is a puzzle game that 
consists of three different colored blocks (or 
Qubes), that roll over en masse until they 
eventually fall off of the rectangular thing that 
makes up the playfield. For every black 
(“forbidden”) qube that is either blown up or 
falls off the ledge, you lose a row of the 
playfield. If you get through the mission 
unscathed, a row will be added onto the 


2ottom line 


ae Ag a aul game, I.Q. 
‘| Remix stands on its own as a fun 
=| playing on or two player game. 

=| There are plenty of challenges in 


=} the standard gameplay mode, and 


‘| the “100 Attack” mode is a great 


way to concentrate on a particular 


4 level. Unfortunately, the “remix” 
part fails to distinguish any PS2 


capabilities. 
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“Developer: Sugar & Rockets : 


playfi eld. The gray qubes (Simpsons’ prchee | 
121: “You have 15 minutes to remove your 
cube”) are “normal” qubes, and the green ones 


are called the “advantage” qubes. They are 


called this because.once you trigger a green 
qube, you can then set off a follow up reaction 
that can be up to 3x3 in size. Of course, if 
there's a forbidden qube in that area, then you 
won't want to trigger a reaction, which, you 
don’t have to do. However, each level comes 
with a suggested number of turns that it should 
take to clear the board. You'll score more IQ 
points (your final score) if you can keep the 
level of turns to this number or lower. You'll 
get a “great”, “perfect” or “excellent” depending 


on the number of turns it takes you to finish 
the round (kinda like par-birdie-eagle, for you 
golfers out there). Each of the levels has a 
name like “chaos” or “rebirth”, and there's four 
rounds per level. There are the two standard 
levels, like described above, and then one level 
puts the camera on the floor, like a 3rd person 
shooter, and you must make one or two moves 
to get out of the maze. The fourth level makes 
you find a spot on the playfield where the now 
vertical row of bricks won't smash you as it 
falls to the ground (there’s usually at least two 
spots to stand in). 


The music is eclectic, ranging from rap to 
heavy guitar to synth melodies. An odd mix, 
to say the least, and when 
combined with the constantly 
changing —~- background 
movements and wild f/x, it 
becomes clear — that 
somebody's tea was spiked 
over at Sugar & Rockets 
when putting this “remix” 
together. 
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Pool. Everyone’s favorite recreational 
activity that involves a cue stick. If you 
fall into the category of “everyone”, then 
odd’s are you'll enjoy Doukyu Billiards 
Master 2 (DBM2). The game features four 
different gameplay modes — Lesson, 
Versus, Frozen, and Free Play. Versus mode 
is the meat of the game, and is where 
you'll try and move up the rankings in 
order to compete against the real-life pros. 
You'll start off in “normal” rank, and can 
compete against any of the five cpu 
characters (including Ruth Skinny, a fat 
chick, or maybe a dude, it’s hard to tell). 
You can play against these characters in 
any one of five different types of games; 
Nineball US, Nineball Japan, Eightball, 
Rotation, and Straight Pool. The game 
keeps track of your “Versus” records, 
showing you the won/loss record against 
each opponent and the type of game 
played.There are four different pool table 
environments to play in, and they all look 
very clean — not a drop of dirt anywhere 
on the floor and not a speck of lint on 
the table! For those of you that know the 
difference, there are eight types of cue 
Sticks available to you, but for some 
reason, there’s no chalk. 


OK, so now we've covered all of the 
options, and what you really want to know 
is “how are the play mechanics?” Fair 
enough. This pool game plays remarkably 
similar to pool games found on the PSX. 
Line it up, and let ‘er rip! Granted, the 
visuals are much cleaner (kind of like the 
difference between VHS and DVD), but 
you can’t really expect to find enhanced 
gameplay in a pool offering, can you? 
Didn't think so... 


However, what we do have with DBM2 
is a decent amount of fun. 
The lesson mode _ is 
particularly helpful, as it 
helps you master the right 
angles on all the games’ 
most difficult shots. The 
“frozen” mode, as it’s 
called, is actually a preset 
condition of a solitary ball 
being strategically placed 
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Dokyu Billiards. 


I guess 
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on the table, allowing for but a single shot 
to get in in. The catch is, that you are 
awarded points for making the shot, and 
the number of points you receive depend 
on whether or not you “slop” it in or make 
the 


shot “text book” style, 


My gripe with the game is that it is 
way too “sterile”. Why aren't there people 
in these places of business? There’s chairs 
and tables all over the place, yet it’s as 
vacant as the other side of Mrs. Clinton’s 
bed! Why can’t there be people milling 
about in the background? And what about 
your opponent? Why can’t we see him 
(her)? It’s the same type of perspective 
that has been in every pool game since 
the NES days (dare we go WAY back to 
the 26007). 


Doukyu Billiards 


| Master 2 fits the bill if one of 
-| the first games you have to have 
| /s a pool game. There’s plenty of 
ca=} | options and a “versus” mode that 
S|} will keep you playing for weeks 


5 on end. And, thanks to the very 
| nature of the.game, it’s different 
| every time you play it! 


rumiania 


Publisher: Konami- 


What's that you say? You've bought all the 
prerequisite PS2 titles and there's still a few bucks 
left over burning a hole in your pocket? Well, if 
you plan on grabbing DrumMania, get ready 


~ for it to burn straight through your wallet. This 

-. bad boy carries an extra hefty price tag. The game 
is standard fare (about 80 bucks), but the 
controller (which isa must) will put you out at 
least another 90 bucks — ouch! And that’s before 
the optional set of guitars! If it sounds like it’s 
almost cheaper to buy the real thing, it probably 
is — but nowhere near as fun. 


In case. you're not too familiar with the game, 


-|~ DrumMania is the latest music game in Konami's 


Bemani series. Bemani is a sort of an acronym 
for Beatmania, the game that started it all. The 
~ difference here is that instead of matching the 

beats with a keyboard, DrumMania has a full six- 
piece synthesized drum set. In the game, 
different-colored icons will scroll from top to 
bottom of the screen. All you need do is hit the 
correct percussion piece on the beat to earn 
points, perform combos, and increase the play 
meter. Overall, the available songs are very 
playable. Hardcore Konami fans may recall that 
some of these tunes also appear in Guitar Freaks. 
The reason for this is in Japan Guitar Freaks and 


ottom line 


BromMenia will cater to 


anyone that knows what Bemani 


1 is. The tuneage may not exactly 
be what you're looking for, but 
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itll last through all your beatings. 


Everyone wants to be a drummer. 


Plus, drummers get the babes, 
(just ask Tommy Lee). 


the quality is definitely there. The 
drum controller feels solid — as if 


DrumMania can be inked for three- -player a jam | e. 
session. How does that rock!?! And, sincethisis 
intended for the Japanese market, DrumMania | 
supports the same three-playe feature seenin Ff 


the arcade. Connect the optional multi-tap, find 


two friends (I'm sure you have at least two), strap - 


on the guitars and get ready tojrock like Twisted 


- Sister. Single player mode can be highly addictive, 


but where DrumMania really shines like a freshly 


cut diamond is in the multi-player mode. While 


one person drums away, k@eping the beat 
consistent, his two guitarists jam to his beat. The 
great thing about it is that, liké in real music, if 
the drummer can't keep the beat, it makes it that 
much more challenging for the sfrings to maintain 


any sort of rhythm. In contfast to Stepping 
Selection’s play-and-watch video sequences, 


__ DrumMania’s in-game footagejactually changes 


depending on how good or ball you perform. If 
you pull off a 100-plus combo ypu'll be rewarded; 
keep missing consecutive beafs and the screen 
will change. Miss even more and the crowd will 
boo. And, if you really suck, the game just ends 
abruptly. In the world of music Bames there's the 


extraordinary and the highly or@inary. DrumMania 


leaves its mark as an extraorginary game that 
can make anyone, even a nomgamer, the next 
Ringo Starr in seconds. The miisic is very good, 
graphics are passable, and gameplay is way 
too good. Unlike 90% of the games out there, 
these music games attract 
those in the general 
populace that wouldn't 
normally play a video game. 
I'd say I'm in the 10% that 
plays video games a lot, but 
I still wanna finish up this 
review so that I can get 
back to “Cutie Pie”. 


‘ Developer: Konami i] 
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Publisher: Jaleco 


top laughing. No, really — stop laughing. 
Yeah, yeah, go ahead and laugh at me for playing 
Stepping Selection, but someone had to do it. It’s 


even if a little bit — okay, okay I enjoyed myself 
a whole lot. But I know everyone’s deepest, 
darkest secret is the desire to “bust-it” to Britney 
Spears, the Backstreet Boys, Steps and The 
Neverending Story. Well, then again, maybe that’s 
my deepest darkest secret (note to self: change 
known identity, ASAP). Ladies and gentlemen, 
Jaleco has joined the slew of other companies 
that have entered the music game genre, better 
known as “Bemani”. | 


This isn’t the first time Jaleco’s done the 
ol’ copy-cat bit with Konami. To their credit, Jaleco 
did design its own control scheme. Stepping 
Selection is much easier to grasp than its superstar 
cousin, Dance Dance Revolution. If you need a 
visual, think of the game Twister set to music. 
Each side (foot) has three colors (red, blue and 
yellow) representing top, middle and bottom. The 
optional Stepping pad has colored circles 
corresponding to each on-screen command. As 
a song advances, colored footprints appear. It's 
your job to step on the right colored circle to the 
beat. It’s much easier figuring out where you need 
to go when you've memorized the colors, At first, 
it may seem less intuitive than Revolution, but 
- a I like this more. Song difficulty ranges from the 

fe pedantic two-step to an all-out rave-athon. 


Music videos appropriate to each artist will 
serve as a backdrop while bustin’ your move and 
breakin’ a sweat (or preparing for an angina 
attack, whichever comes first). The video quality 
would explain why Stepping Selection comes 
bundled in two discs, not one. The quality on some 
of these videos is amazing — almost like watching 
MTV or VH1. “Semi-interactive” music videos 
pretty much sums up the on-screen action... and 
the game as a whole, 

Stepping Selection (like 
Dance Dance Revolution) is 
like working out, not to 
music, but with music. 
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Tag Tournament, DOA2 — 
all great showcases to the 
PS2’s processing power. 
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a legitimate excuse — I played it so that you might. 
not have to. Well, okay, maybe I did enjoy myself 


Ridge Racer V, Tekken 


Drummania, Street Fighter. 


ottom line. 


Developer: Jaleco 


EX3.and, this, Stepping Selection — not very good 
examples of PS2’s Emotion Engine. Regardless 
of how middle-of-the-road Stepping Selection 


looks, I’m fully prepared to go out ona limb |. 
and declare that it'll grab you with its “pop ‘40s 
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audio tracks and music videos and keep you going 
with easy to pick up gameplay. As wrong as this 
may sound, Stepping Selection and two Stepping 
pads make for the perfect party favor. Once you 
and your friends have had enough Tequiza (drink 
responsibly, and only if you're of legal age) it’ 
be a laugh riot watching each other "Hit me baby, 
one more time” to Britney. Even without the aid 
of alcohol, Stepping Selection can be mucho fun, 
if you don’t mind looking a little silly. This is as 
close as rythme-action games get to the 
mainstream. If anything, your girlfriend will dig 


_ it. And any game that gets my girlfriend to play 


is okay in my book. 


If you've got the spare cash 

(and you probably do if you went and 
purchased an import PS2), Stepping 
Selection is actually more fun than one 
would expect. It’s no Dance Dance 
Revolution, but it lands a close second 
position in the dancing game genre. A 
| double-disc choice of songs only 
makes this wacky impulse purchase 

that much more enticing. 
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=> as 
The only game with 10-time 
Supercross Champ Jeremy McGrath 


Totally sick Freestyle-MX 
Competitions exclusively 
featuring Travis Pastrana 


Race as or against McGrath, 
Button, Dowd and other 
superstar riders 


16 Supercross stadiums and 
licensed Motocross tracks 
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HATIONAL MX PROMOTERS GROUP 


Jeremy McGrath Supercross™ 2000 & © 1999 Acclaim Entertainment, Inc. All Rights Reserved. "No Fear" ® is a registered trademark of No Fear, Inc. "Genocide" performed by The Offspring. From the album Smash. Courtesy 
Epitaph. (P) 1994 Epitaph. Used by permission. All rights reserved. Published by Gamete Music (BMI). Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd. © SEGA ENTERPRISES, LTD. 
All Rights Reserved. PlayStation and the PlayStation logos are a trademarks of Sony Computer Entertainment Inc. Nintendo, Nintendo 64 and the "N“ Logo are trademarks of Nintendo of America Inc. © 1996 Nintendo of America Inc. Game Boy 
and Game Boy Color are trademarks of Nintendo of America Inc. © 1989, 1998 Nintendo of America Inc. Licensed by Nintendo. Screen shots shown were taken from the Nintendo 64 version of the video game 


2e in dwhile a title comes along 

that either creates or redefines a genre. it’s 
@ safe bet that any Playstation-owning 
skateboard fan has heard of Tony Hawk Pro 
ater. Right from the beginning, Tony Hawk 
shows a complete package (graphics, control, 
gameplay) that has created a high benchmark 
‘products that will attempt to follow in 
fe otsteps — including its sequel. But we 
aren't talking about the sequel today. Sony has 
decided to enter this newly competitive genre 
with its own offering, Grind Session, and we’ve 
been lucky enough to take an ec rly copy for 
a spin.m 


Even at this point, it’s quite c 
Session has a lot going for it. if in 
sincerest form of flattery, the 
should have a nice warm glo 
Grind Session uses a control scheme that is 
very similar to Tony Hawk’s, allowing those 
who've played to pretty much pick up this title 
and jump right in. Your on-screen persona 
choices include six pro skaters, each with 
different strengths and weaknesses in various 
categories including technique, amount of air, 
etc. if that’s not enough you can also choose 
one of the available amateur riders whom you 
in preference. As you 

fin Tournament mode, 


>d quite a few licensing 
ans Triple Crown, Rolling 
S=PN, Mountain Dew and Ford. 
fe process of negotiating with 
flown musical acts for the in- 
ica he music tracks featured in 


it’s clear Sony’s Grind Session has a lot to 
offer. Each of the eight skating areas feature 
additional hidden areas, and there is an added 
option of creating your own “Dream House”. 
“arenas feautred in our previewable rev. 
ire quite nice, with a variety of ramps, half- 
dipes and rails for you to do your thing on. 
You'll find yourself in various locales 
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magazines. To this end you lp 


( published by: Sony 
developed by: Shaba Studios 
percent complete: 75% 


| release: May 2000 


including Brooklyn, sén Franciso, Vancouver 
and Detroit. A variety of single and multiplayer 
modes are available including Tournament, 
Endurance, Open Skate, Training, Competition, 
Vs, and Tech Challenge. Your main focus in each 
competition (besides winning, of course), is to 
get “respect” point These are a combination 
of points based on@arninig skill points, technical 
points > pom ale r ick tasks), and collect 
il t points unlock 


to have your sham taken oa scr: 


best places to score points Grind Session has 
a feature called the “Skaters Eye”. Hol 
down the shoulder key while looking aroun 
shows you special technical tasks you can 
accomplish to score additional points. A yellow 
line traces various paths that you need to 
traverse to score these points. Additionally, 
completing various tournament levels allo 
your on-screen person the chance to leq 
additional moves. 


The motion capturing for the riders at this 
point is pretty solid, though some work still 
needs to be done. Each skater has a large 
repertoire of moves available and the 
transitions between various moves are quite 
smooth. Grind Session at this point already 
features a very intelligent camera with a variety 
of camera views to give you the best angle 
on the action. Each of the professional skaters 
was involved in the creation of the same’s alter 
egos to ensure that they remained true to form 
with moves and animations. 


Things are looking pretty good so far for 
Grind Session as it stands up very favorably 
to Tony Hawk. The problem at hand is that Grind 
Session will be competing for the hearts and 
minds of gamers with Tony Hawk 2. Grind Session 
is going to have to offer something additional 
in its bag of tricks as it’s fairly safe to say that 
Activision will be shooting for the moon with 


Tony’s sequel. 


published by: Activision 
developed by: Neversoft 
percent complete: 75% 

release: Summer/Fall 2000 


Skateboarding fans, get 
ready to grind yourselves silly! 
Activision’s eagerly awaited sequel 
to Tony Hawk’s Pro Skater is already 
shining brightly on the horizon. Although it’s still at least 
a few months away, the game is packing plenty of exciting t 
new features and enhancements that should make ig 
another “must-have” property for 
PlayStation owners. 


This time around, developer 
Neversoft faced a significant challenge in trying to surpass [ 
the excellence of its original Tony Hawk creation. However, | 
after spending some quality time playing a two-level preview 
version of Pro Skater 2, it’s clear that 
they are definitely rising to the occasion. 


more than 100 different parts and four ee ee ae 
ey] basic themes. Although Street Skéer 2 was eat = 
| skateboarding game to offer this option, it appears that 

ae Tony Haw will de things better once again iy over 
peek 2s dopth ta hack <p Si aaoeamn 
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The graphics are as gorgeous of itin the game’s challenging Career 
as ever, with crisp, colorful environ- well as a number of engaging Multiplayer 
ments, realistic character models, that will give Pro Skater 2 a lot of replay value. 


lifelike animations, incredible lighting 
effects and a fluid frame rate that | 
keeps all the slick visuals running FF 
smoothly. Plus, there’s a new roster of E 
real-world locations to skate in, 
including New York City, Marseilles, Philadelphia, Venice 
Beach, Mexico and other international locales. Each 
environment is once again loaded with a variety of 
interactive obstacles, secret areas to explore, and sf 
cuts to discover, giving you the freedom to skate on 
anything that you see. 


in addition to the high-flying 
Tony Hawk, there are 12 other |i 
professional skaters available, each | 
with different skill rankings and 
interesting mini-bios. Players can also F 
customize their own characters using |~ 
the new Create-A-Skater mode, which | 
allows you to choose from a modest 


eat crow in an updated variatic of 
H-O-R-S-E, bust dangerous 
in Trick Attack, and other ft 


The game’s enhc 

skating physics have made the | 

controls increasingly realistic, and 

| there are now more cool tricks and 

| combos at your disposal. Of course, 

all of this comes | small price 

| - it seems to be a bit more 
challenging than before to chain 

together lengthy moves and still and thou denting 

your skull. After all, even Tony Hawk can’t defy the 

law of gravity! But, thanks to the visceral wipeout 

| animations (complete with splattered blood) and Dual 

Shock vibrations, taking a spill can be a thrill. 


Neversoft and Activision are obviously on 
selection of different looks and sm the right track by giving gamers more of the tried-and- 
clothing. This option didn’t seem especially deep in jm 22 true Tony Hawk formula. By combining beautiful graphics 
the limited preview version. Hopefully, the full version |= = See with plenty of variety, new features, enhanced controls and deep, 
will have enough variety to make customized skaters - ——- | addictive gameplay, the evidence suggests that Tony Hawk’s Pro 
feel distinct. Skater 2 will quickly soar to the top of the sales charts. Look for 

Re the final product to start flying off of store shelves sometime 

A more impressive addition to the Tony Hawk 


this summer or fall. ‘ 
experience is the new Park Editor, which allows you —— 
to build the skateboarding arena of your dreams using Gary 
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The name’s Androvich, Mark Androvich. 1 got the call in the 
wee hours of the morning — around 9:45 a.m. it was Off. No, 
the phone wasn’t off. It was Greg Off calling. My boss. The head 
cheese. Well, except for Dave Winding. | guess that makes Greg 
more of a junior sort of cheese. Like Monterey Jack instead of 
Swiss. Anyway, he had an assignment for meéA new game. | 
told him to deposit the usual fee in a Swiss account (a bank, 
not the cheese. i prefer Cheddar anyway). Satisfied that 
payment would be forthcoming, | cut Off off and went to work. 


Sorry about that. i guess i’ve been playing too much Syphon 
Filter 2 and Rainbow Six recently. So you can understand 
why i expected a game called “Covert Ops: Nuclear _ 
Dawn” to be an action/adventure in the same vein. To 
my surprise, it was nothing of the sort. CO:ND can best | 
be described as Resident Evil on a train, with a plot 
similar to Air Force One and Under Siege 2 (the Steven 
Segal movie). You’re a lone U.N. soldier on board the 

French ambassador’s train which has just 

been hijacked by terrorists on its way from 

St. Petersburg to Paris. Your first priority 

is to ensure the ambassador’s safety, 

but you've also got to worry about 

his wife and daughter who are also 

being held hostage — not to 

mention the nuclear weapons 
that need to be defused! 


As with the Resident Evil series, 

the game is viewed fromathird- ~~ 

_ person perspective. You must collect 

_ various objects and solve puzzles as 

_ the story progresses, but there is 
“also some shooting action as you mix it 
a up with the terrorists. Unlike Resident Evil, 
__ however, the backgrounds are not 

_ pre-rendered bitmaps. Because > 
of the confining space of the 
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Activision 3 


published by: 
Sugar & Rockets | 


developed by: 


percent complete: 95% 


release: dune 2000 


train, the camera is locked down and you don’t get the full 
benefit of using polygons such as the ability to zoom in and 
out. An interesting feature lets you control the camera 
movement apart from your character — using it, you will 
be able to look around corners to see if enemies are coming 
without entering the line of fire. it’s hard to explain, but 
the camera angles that are used made the game feel a little 
claustrophobic, which is good since it heightens the tension. 


There is a document filing system, an automatic map, 
and an item storage box similar to the RE series. in the stages 
| have played through, the puzzles weren’t particularly 
challenging and generally involved ik oh codes 
or keys to open doors. Still, the espionage theme 
is a refreshing change from the usual macabre 
_ zombie blood and guts. There are CG cinemas, 
boss characters, multiple endings, secret 
_ and even a few mini-games along th 


In the past, Activision has made § 
changes to the games it has brough 
the U.S. market from Japan. in Tenchu, fo 
| they refined the camera, and added a roll” 
and two additional levels. At this point, we 
sure what changes they might be making to CO: 
other than the new name, but i'd like 
a few suggestions. First, where is the ana 
support? Second, please re-work or else i 
the “on top of the train” portions. They ¢ 
match the tone of the rest of the game, and 
they look terrible when compared to Similar 
action sequences in games such as Syphon 
Filter 2 and Tomb Raider: Last Revelation. Third, 
in lieu of the “Now Loading...” screen which pops up every 
time you enter a new part of the train, consider some 
sort of opening/closing door animation. Yeah, i know that 
Resident Evil does this, and i used to think that it looked silly, 
but after seeing the alternative i believe that Capcom had 
the better idea. Finally, many objects which you can interact 
with are not clearly delineated and because of the camera 
some cannot even be seen. There are also a few other things 

which could be changed for the better, such as the 
synchronization between the voices and the opening cinema 


“(which was way off), or the voice acting (the ambassador 


in particular sounds like a frightened schoolgirl), but these 
are minor details. 


i've always been a big fan of the Alone in the 
Dark/Resident Evil style of gameplay, but i get tired of always _ 
dealing with supernatural or mutated monsters. For whatever 
reason, we are now seeing a flood of new titles in this same 
genre — Galerians and Countdown Vampires, to name a few. 
Covert Ops: Nuclear Dawn will stand out due to its 
action/adventure storyline, and for that reason alone it 
should be an interesting diversion. The only question is whether 
or not it will all come together to elevate the title to a “must 
have” game. We will have a review for you just as soonas a _~ 
final playable sore becomes available. Covert Ops: Nuclear — 
Dawn is schedul 
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published by: Activision i 
developed by: Warthog 
percent complete: 857 
release: Fall 2000 ; 
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Ever since | first played the original Colony 
Wars, | have always thought that the PlayStation 
could use a space combat game with the Star 
Wars or Battlestar Galactica license. Problem ts, : 
one license has already been used, and the other isn’t 
a hot property any longer. Thankfully, there was another 
science-fiction license which hasn’t yet lived up to its full a 
potential-Star Trek! 2 2s 
My excitement in learning that a Star Trek game wascoming =—s_— 
to the PlayStation was tempered with skepticism. After all, the 
videogame industry has had a checkered history when it comes 
to licenses. The last thing | wanted to see was some third-rate 
fighting game where you could match up Kirk against Picard 
| in hand-to-hand holodeck combat (Come to think of it, 
that wouldn't be such a bad idea after all-especially if 
you could use Seven of Nine to kick Wesley Crusher’s butt. / 
But i digress...). F 


My fears were allayed the instant ibootedup Star _ 
Trek: invasion and saw one of those purple andorange = 
ST:Next Generation monitor screens (known dasan / o@ 
“Okudagram”). As Lt. Commander Worf guided me 
through my training, | thanked Q that this was not 
a crappy fighter but an arcade-style combat game. 


| You might not associate Star Trek with outer space 

dogfights since the television series and movies 
featured large-scale battles between fleets of enormous 
starships, which is why ST: invasion introduces new single 
pilot fighters to the Federation. It’s about time! The last thing I 
| wanted to do was pilot a shuttlecraft! 


The game can best be described as Colony Wars set in the Star 
Trek: Next Generation universe — not surprising as some of the production 
team worked on the Psygnosis series. As with Colony Wars, Star Trek: invasion 
| features objective-based missions and allows players to pilot several different 
vessels. Weapons? The familiar photon torpedos and phasers are here of course, 
| with their unmistakable sounds, but there are also many other weapons at 
your disposal such as mines and bombs. Villains? How about the Cardassians, 
Romulans, and Borg. And what would a Star Trek game be without an inspiring 
soundtrack? While the version | previewed did not have the familiar ST-Next Generation 
theme music, it did have an impressive score which sounds like it could have been 
taken from any of the movies or series. And don’t worry about celebrity impersonators 
doing the voice-overs-both Michael Dorn and Patrick Stewart reprise their Trek 
roles in the game. Could it get any better? Well, actually, yes! Star Trek: invasion 
also features a two-player cooperative or combative game for mutliplayer fun. 


Even though | only got to see a preview copy, Star Trek; invasion already 
looks beautiful and plays excellent. Fans of outer space combat are going to have 
their plates full this year as both CW: Red Sun and ST: Invasion are released in 
the next few months. The Trek license and the mutli-player game may very 
well give invasion the edge, but time will tell. We'll have more as the game 

gets closer to its summer 2000 release date. 


published by: Ubi Soft 
developed by: Ubi Soft 
percent complete: 75% 
release: September 


While there have been many successful video games made from abroad, there is definitely 
one that stands out among the rest. Ubi Soft’s Rayman may not be quite as well known as 
Mario, Sonic, or even Crash, but there’s no arguing that the armless and legless wonder 
has made quite an impression with US gamers. The original Rayman, which was 
released across a wide variety of platforms — ranging from Atari’s Jaguar to the 
Sega Genesis — was an overnight success. And that success continued on to the 
PlayStation, where the game was re-released early on with a variety of 
enhancements — going onto be one of the first PS games to enter into the Greatest 
Hits program. To date, since 1995, Ubi Soft has sold over 6 million copies of the 
original Rayman, and I’m quite sure there was never any doubt for a follow-up sequel. But the fact 
that it showed up first on the Nintendo 64, with PC and Dreamcast versions to follow, was a bit of a 
surprise for me. An even bigger surprise is that the PlayStation version, which has been in development 
for quite some time, is not coming from their French studios. Instead, Ubi Soft has looked to the Far 
East and has gathered a very talented group of developers in China’s Shanghai to develop the 
"~~ +conversion. A definite first in the video game industry, the PlayStation version of Rayman 2: The Great 
a Escape has been completely developed in China. With offices in Europe, Canada, Japan and the United 
States, Ubi Soft turned to China as their next base of operations. Starting with a total of 16 
people in ‘97, the Shanghai offices have now grown to accommodate over 270 employees, 
ane with another team of 30 in an office in Beijing. The reasons for the move to China are 
f many, starting with the untapped resource of design talent and ending with the cheaper cost 
of goods. Whatever the reasons, I’m willing to bet that others will follow in Ubi’s footsteps. 
a Each of the three Rayman 2 iterations already released look and play exceptionally well. 
a oe - =e Ask Publisher Dave and he’tl tell you that Rayman 2 for the Dreamcast is one of the only 
— . =) reasons to own the machine. With this in mind, | was a little concerned that the PlayStation 
version wouldn’t be able to keep up visually with the others. After all, Rayman 2 is a rich, 
colorful and vibrant game that showcases a 3D engine which comes very, very close to 
cartoon-quality animation. To date, with the exception of Insomniac’s Spryo the Dragon, 
the PlayStation hasn't really shown its abilities to handle go-anywhere 3D engines flawlessly. 
So, when Ubi Soft invited a few, privileged editors to travel to China and meet with the team 
os __ toseethe game first-hand, all of my fears and reservations were allayed. In fact, upon first 
be ___ seeing the PlayStation version running ona TV from across the room, I believed | was seeing 
au _ the Dreamcast version — it looks that good! Obviously, it isn’t as sharp or as fast as on the 
| ‘ 128-bit DC or a 3D accelerated PC, but the development team has been able to make magic 
: with the PlayStation and recreate the game — from the ground up — to take advantage 
— of the 32-bit hardware’s strengths. Here is a list of some of the features, improvements, 
additions and enhancements that will be found in the game when it’s released this 
September: For starters, aside from the art assets, 
the graphic engine was made 
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from scratch. While it doesn’t run at 60fps (like the DC version) 
or isn’t displayed in high-res, the still game looks amazing. All 
of the color and detail from the previous versions is here, along 
with some extra goodies such as vertex color and lighting 
thrown in for good measure. While the game isn’t an exact 
replica of the previous versions (20% of the levels in the game 
were redesigned for the PlayStation, cutting here and adding 
there); most of the game made it intact. Another 
'““extra@is the addition of voices for all of 

_ «» the characters. Before, Rayman and 

his pals would mumble in 

what can only be 


termed as “French-speak’’. Now, they speak English, with 
great cartoony voices. A few more additions include a CD 
soundtrack and a new control scheme which takes advantage 
of the Dual Shock’s analog thumb: sticks (left stick to move, 
right stick to jump and shoot). Lastly, while the storyline remains 
the same, you are no longer attempting to free Lums from 
cages. Inthe PS version, you are on a quest to free your friends 
from the cages who, when rescued, will reward you with extra 
health and energy. 

Trust me — even if you own an N64, Dreamcast or high-end 
PC with a graphics accelerator, Rayman 2: The Great Escape 
will be more than a worthwhile endeavor and experience 
on the PlayStation when it’s released this September. Check 
back next issue for even more details on the game. 
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developed by: Team 33 
percent complete: 75% 


: release: August 


Back in the day, the original Destruction 
Derby was one of our favorite games for the 
PlayStation. Although it was a “first generation” 
title (meaning that it was one of the first 30 or so 
games released), the graphics were matched only 
by Namco’s Ridge Racer, and 
that status remained for a 
year or so — until Destruction Derby 2 was released. DD2 
was Ais: Sse: better game, featuring better track designs, 
: yiumber of courses, and an even more popular 
ane Blo ah aay years passed by and 


| “developers g that great series (Pitbul arted: work on Dempiition Racer, 
and the. title was released last fall with thuch Critteal accidim. in fact, 
we at Dimefision Publishing awarded the game “Gold” and'it made “ruhner- 
up” status in our year-end awards (dithough, the winning game in that”. 
particular Satego “Driver”, can’t even compare, in my knowledgeable 
opinion). De plition'Racer took the smash’em-bash’em idea and expanded 
it to include ane ‘emphasis on racing AND creafed a point system that 
[hus, in my opinion, Dem: lition Racer has become 
race games. wilt lestruction Derby Raw be 
the-throne? Let’s take a look at the specie 
see what Psygnosis has'b etrup-t6 these, past three years: - 


The first thing that gamers. fami r with the WWF will notice i is the inc 
of “Raw” in the-DD title, What.this.m oes is that DD now has 4 


remains to be seen’ ‘what the wre: | ng tie-in (if any) will be in the. overall § schen 
as features are concerned, DDRaw has tons — including more than 30 trac If 
jumps, crossovers and-multiplé routes. The cars are now highly upgradeable, as you ai 
‘boatload of options to.your/ride. By the time the game is finished, there should be a total ofil7. 
__ featured vehicles arid’an,additional seven bonus cars. One of the new gameplay modes that h 
| us intrigued is the Assau mode. Thi ari 2 selection puts you behind the wheel of an armored 
ode that sounds cool is the Skyscraper mode where your car... 
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_ military vehicle — swéet! Another 


must jump from-rooftop to-foofto while racing the other cars! Lastly; there’s a ameplay mode 
P er g § y 


etttitted-“Sthiash for Cash” where you have f@ wreck the other cars in order'to get _— to buy 


“ae body partse" 

‘The main gaming mode, however, is the Wreckin’ Racing option. in this mode, you start dit 

at the bottom andtry to work your way up the top, course by course. Much like Demolition Racey, 
your post-game point total is a combination of points earned for smashing _ 
other cars AND the number of points received for place of finish. if your 
car self-destructs before yo 1 finish the race, "" i won't get any points 


but the “smashing” Poe 


y Raw as we chart the games’ penny 
over the next couple eit estes! Suey 
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Whatever it takes fo win. Yousupply the lead foot, we'll supply every- 
thing else. This isn’t about playing fair. It's about launching missiles, taking weaselly shortcuts, 
blowing out tires and basically stooping to any level to humiliate your fellow driver. Choose from 


Mild Animated Violence 


Mild Language 


Multi tap for a heated foursome. And remember, nice guys finish last. 


published by: Fox Interactive 
cae , Just like the movie industry, there’s always an interesting 
release: August ; backstory behind the development of a video game. Concepts 
, , d bag’ are drawn up and approved, only to find that they worked a lot better 
on paper. Games that are well into production often times change 
development hands or are scrapped altogether. And, in some extreme 
cases, a game will wallow in development limbo for years, only to be 
quietly released under everyone’s noses when the publisher decides that 
they can't lose any more money. We've seen these games before, they 
sf —stypically hit retail with little to no marketing fanfare, bypassing the media’s 
scrupulous eyes for review, with the hopes of recouping some money before 
the gaming public can catch on. Thankfully, none of these scenarios 
have anything to do with Fox interactive’s Alien Resurrection. While it’s 
true, the game has been in development in some form or another for 
a staggering amount of time (some say up to four years), it’s not because it isn’t any good. While 
that might have been the case in the beginning, the end product, which is finally nearing its completion 
for an August (fingers crossed) release, is going to be quite excellent. 

If you're an avid reader of PSExtreme, you've probably seen the previews for this game here and 
there throughout the last few years. Going back and looking through those issues, it’s interesting to chart 
Alien Res’s evolution. Originally designed as an isometric, top-down shooter, the game lacked graphic 
pizazz and the inherent scariness that the movie series has conveyed (well, except for the abhorrent 
Alien 3). From there, the game engine was scrapped, and Argonaut (the developers) went back to the 
drawing board in an effort to make the game much better. i had the opportunity to see and play this 
second iteration first-hand at E3, as well as at Fox’s offices. This version of the game brought the camera 
down and behind the characters, making it a third-person, 3D action/adventure. i can attest to the fact 
that it looked incredible, with detailed character models and an amazing 3D engine. in fact, the game 
was so ambitious, that it presented the developers with some serious issues. Apparently, because of the 
memory-choking animations and poly counts, there was no way to make the characters aim upwards, 
resulting in bullets flying straight up from a level-pointed gun. Just one of the numerous problems Argonaut 
was facing, someone internally suggested that the game be converted to a first-person shooter. Apparently, 
the engine was already in place (the camera would switch to a first-person p.o.v. when crawling through 
air ducts and ventilation shafts). Doing this freed up the necessary V-RAM and, quite accidentally, created 
a much more atmospheric and creepy game. The end result is a first-person action/adventure that might 
look like a Quake or Unreal, but plays, believe it or not, more like a first-person Resident Evil. 

If you've seen the movie, then you know what the game’s plot is all about. Playing as one of four 
different characters — Ripley, Call, Distephano and Christie — you must race against time to eradicate 
the Aliens and stop the whacked Dr. Wren from returning specimens to Earth. As a side-quest (and a 
small deviation from the movie’s storyline) you're also charged with finding and destroying the seven 
clones, which are spread out throughout the Auriga. This is all accomplished through a series of mission- 
based levels, where you'll be charged with getting Father (the Auriga’s computer system) back on-line, 
clearing sections of the ship so you can progress further, searching out and rescuing your comrades, 
and, of course, defending against and destroying the deadly Aliens — including the Alien Queen and 
her Newborn. 

Each of the playable characters in the game have their own attributes, abilities, and weapons, and 
are distinguishable by different-colored HUDs and voice-overs (the game uses most of the real-life 
actor’s voices), as well as their characteristics from the movie. For example, Call, the android (Wynonna 
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Rider’s character in the film) will shed white fluid (instead of blood) when injured and cannot be impregnated 
by a Face Hugger. in addition, all of the characters can wield a wide variety of weapons (some character- 
specific, such as Christie's dual pistols) and carry out an assortment of different moves. These moves 
include looking up and down, crouching, crawling, ascending and descending ladders (which you can shoot 
off of), swimming (you don’t think they would leave out one of the coolest moments in the movie, do 
you?), and a 180 degree quick turn-dround. 

One of the first things | noticed and asked about when playing the game is the lack of a run button 
or option. While there is no distinction between running and walking in the game (your character moves 
at a steady, yet deliberate pace), this is done on purpose to keep the player focused on the terror and 
suspense of the impossible situation they’re in. Gary Sheinwald, Alien Res’s producer, is quick to point out 
that the game is not supposed to be played like a typical first-person frag-fest. Instead, it is more of 
an action/adventure, where the player has to be methodical about each move. There are Aliens everywhere, 
lurking in the dark corners, hiding on ceilings and around each corner, and the programmers don’t want 
you lumbering head first into them. Like Resident Evil, they want you to be scared out of your mind — 
and, for all intents and purposes, they have done a very good job of it. This is helped along by very cool 
visual and aural scripted sequences (a Ia Half Life). it seems like there is something happening around 
every corner, as well as haunting sounds coming from every direction and off in the distance. In one 
instance, as you head through a doorway into a long corridor, you'll hear the desperate pleas of a military 
policeman off to your left. As you cautiously make your way down the hallway, Flamethrower at the ready, 
a loud explosion rings out and the poor soul is thrown through the air right in front of you and slammed 
against the opposite wall. On cue, a vicious Alien leaps right out after him and thrashes what's left of 
his mangled body. These sequences are augmented by Dolby Surround Sound. Oh how | wish every developer 
would take the time to implement this feature into their games! 

lf you’ve seen any of the Alien movies, then you'll recognize the variety of Alien enemies in the game. 
While some of them weren’t in the movie, such as the Alien soldiers from the second film, they all make 
an appearance here. Especially cool are the Face Huggers, who will impregnate you if given the chance 
to latch onto your face. If so, you are given a limited time to find an Auto Doc and eradicate the 
parasite before it bursts out of your chest. 

There is quite a bit more to this game than what I’ve touched on in this preview. When all is said and 
done, Alien Resurrection will feature ten huge environments (most taken right from 
the movie’s sets), tons of different weapons and gadgets to use (including trademark 
Grenade Launchers, Flame Throwers, Pulse Rifles and Motion Trackers), an amazing 
first-person graphic engine that truly has no peer, and some very tense and scary 
moments. While some gamers might feel the game has taken too long to come to 
market, and therefore pass it over in lieu of some of the other titles coming out this 
summer, | personally feel it would be a shame to miss if. 
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:: Could you start by giving our readers a brief 
breakdown of the game concept and how it ties in with the 
movie. Do you play solely as Ripley or as one of the other 
characters? Does the game follow the movie’s plot? is it mission- 
based? 


GARY SHEINWALD: Alien Resurrection is a first person “survival” action 
game with adventure/problem-solving elements as opposed to 
the “shoot-em up” that other first person games are. it blends 
the terror of games like Resident Evil, and Silent Hill, with the game 
mechanics of Medal of Honor, and to a lesser extent, Quake 2 on 
PlayStation. 
The game is based around the “universe” of the movie. The primary 
objective is to get off the research vessel USM Auriga, which is rapidly 
being overrun by Aliens. Naturally, this is not an easy task and things 
start to go wrong, forcing the player to solve the problems in order 
to proceed through the Auriga and reach the Betty (the escape 
craft). The game doesn’t follow the plot of the movie entirely — 
otherwise, anyone who'd seen the movie would know what to do next! 
| You play four different characters from the movie: Ripley 8 (a clone 
‘ M\i.» of Ellen Ripley who has alien DNA as well as human), Annalee Call (a 
. | Synthetic), DiStephano (a Marine) and Christie (a member of the 
Betty crew). Each character has their own attributes and abilities, 
and some have unique weapons (such as the twin pistols physically 
attached to Christie’s arms). 
AR has one key objective, which is simply to survive. However, there 
are many specific objectives that need to be accomplished in order 


i2) oes 


to make it. AR is more of an Objective-based game than Mission- 
based. 


What assets were used from the movie? Did you have access 
to the sets, sound libraries, actors, etc.? Will you be using footage 
from the movie to further the storyline or in-game graphics? 


GS: The game uses a lot of assets from the movie — many sets, from 
Ripley’s Cell (where the game begins) to the Cockpit of the Betty 
(where the movie ends). We expanded the areas of the Auriga’ 
seen in the movie to show a lot more [than a bunch of corridors] 
— we used the drawings from the movie’s Production Designer —. 
Nigel Phelps — to recreate sections of the ship that never got built 
for the film, but that were created in pre-production. 

| had unrestricted access to the sets during production of the movie 
(it was filmed on the Fox lot, unlike the first three movies, which were 
shot in England) so | would visit the set pretty much every day — take 
lots of photos of the sets, the costumes, the weapons and, of course, 
the Aliens! 

We got friendly with the movie’s Sound Designer — Leslie Schatz, who 
gave us all the movie’s sound effects and environmental audio in 
a pure digital format (thanks Leslie!) — every weapon sound effect, 
every Alien scream is authentic. Leslie even traveled over to London 
to work with the developer — Argonaut Software — to ensure that 
the sound in the game was as authentic and chilling as possible, and 
| think you'll agree that we succeeded. 

Dialogue was recorded for many of the actors in the movie — but 
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most important to the game is Father, the ship’s computer (played by 
Steven Gilborn). In the movie he has about a dozen lines, but for the 
game we recorded about 600 — he is the voice of the ship and essentially 
the voice of the game. 

We didn’t use footage from the movie during the game — we were going 
for a totally immersive experience and cutting to movie footage would 
spoil the “suspension of disbelief” as they say in Directing school. 


PSEX: How about a quick list of the weapons we'll be able to wield in 
the game? Do they have secondary firing abilities (ie: combination 
flame thrower/grenade launcher)? 


GS: There are nine weapons in the game: Shotgun (my personal favorite), 
Pistol, Pulse Rifle (you can’t have an Aliens game without a Pulse Rifle!), 
Flame Thrower, Grenade Launcher, Rocket Launcher, and the Electric 
gun (a.k.a. Burner). Some weapons are used exclusively by specific 
characters, for example Call is the only character that is able to 
use the Laser (a weapon that was invented for the game) and Christie 
is the only character with the special pistols attached to his wrists. 


PSEX: It’s no secret that Alien Resurrection (the game) has been in 
development for more than a few years and has gone through many 
tweaks and changes during this period. What are the changes, and why 
were they made? 


GS: Well, it’s a long and quite complex story (soon to be a Major 

Motion Picture!) but, essentially we started off with a game that had 
a predominantly top-down perspective — the original design for the 
movie called for the Auriga to be this huge skyscraper-style ship, and 
the idea was that a lot of the shots would show the parallax effect 
between the walkways from level to level. in the script and the movie 
(although it isn’t as obvious as in the script), the flooding starts at the 
bottom of the ship and works its way upwards. it was a perfect 
videogame scenario, and we really wanted to get that parallaxing 
effect working well. Then the production design for the movie changed, 
and the ship was no longer a skyscraper. Our early technology tests 
looked cool, but the game wasn’t working as far as the “fear factor” 
was concerned, so we made a decision to retool the game in 3rd- 
person — Tomb Raider style. 

We worked on that for over a year and the game began to look gorgeous 
as the levels were fleshed out, and the gameplay started to come 
together. The 3rd-person models for all the playable characters looked 
great, as well. Unfortunately, the PlayStation — great machine that 
it is — has some limitations, and one of them is available RAM — and 
we started to have problems fitting the game that we wanted to build 
into the PlayStation. There were some things that we were having 
trouble getting to work, as well as the fact that we didn’t feel that the 
game was as scary as it could be since in 3rd person you could see 
aliens approaching the player from behind... 

We already had first-person mode for traveling through the ship’s 
extensive Vent System... as an experiment, the development team tried 
first-person for the entire game. Although it was a little rough at first, 
it looked very promising, and we told them to go ahead and retool the 
game (again) for first-person. The camera was modified, the first- 
person close-up weapons were added, and the ladder system was 
reworked. The reclaimed RAM (by not having the player characters 
extensive textures and animations in memory) allowed us to focus 
on adding many more animations for the Aliens and humans in the 
game (including loads of cool death anims for the Aliens), as well as 
even more detail in the levels. 

The control system was completely reworked for first-person and 
works very, very well — it’s not like most other first person games on 
PlayStation which are ports of PC games and are trying to recreate 
the keyboard/mouse combination on a PSX. 

But, most importantly, going to first-person really ramped up the “fear 
factor” — now you can have Aliens or Facehuggers creep up on you 
from behind (and the sound effects make this really scary!), or drop 
down on you from a vent system above, and it really does get creepy... 
I’ve seen people playtesting the game literally jump out of their 
seats (especially when they get facehugged!). 


PSEX: After seeing the game in action, the scripted elements reminded 
us in some ways to Half Life and Unreal on the PC. Were these titles an 
inspiration to the design team? 


GS: Yes, Half Life more than Unreal, however the gameplay is totally 
different for those two titles. The scripted elements are designed to 
give the player more of an “as it is happening” feeling then an “as it 
happened” feel. 


PSEX: As far as first-person shooters go on the PlayStation, there 
aren’t many that look nearly as good as Alien Resurrection. Were there 
a lot of challenges in developing the title as a FPS? 


GS: The biggest challenge we faced was in trying not to be like any other 
first person shooter — and Alien Resurrection is not a traditional first- 


person shooter, any more than a game like Medal of Honor is. it’s a 
first-person horror action-adventure-shooter — it’s a very carefully 
designed and paced environment, We really wanted the player to feel 
constantly afraid of what is around the next corner and not to run 
around the game just wildly shooting. 


PSEX: While we’re on the subject, can you touch on some of the 
technical/graphical features in the game? 


GS: One of the most important technical features of the game is that 
it is seamlessly streaming the level data and textures from the CD 
while the game is in play — so that we can have essentially infinitely- 
sized levels with constantly varying textures... the levels are absolutely 
huge. The engine is also extremely efficient, and the draw distance 
and level of detail in the graphics is very high. 

To create the atmosphere that most people remember from the 
movies, the development team at Argonaut at have used a wealth 
of special effects. Examples are in every area, such as steam, flames, 
dripping water and electrical effects, such as sparks and arcs. We 
have made good use of multiple dynamic light sources throughout, 
which is quite tricky to get working well on a PlayStation. 

The greatest challenge was creating models of the Aliens that were 
of sufficient polygon count and texture quality that they did justice 
to these movie icons, but were efficient enough for us to be able to 
use many of them at once. 

The Alien artificial intelligence is quite clever — the Aliens will 
communicate with each other (telepathically, essentially, as they 
do in the movie) and the way they jump from the floor to the walls 
and ceilings is very cool. They have lots of cool actions such as claw 
attacks, mouth attacks, tail swipes, and so on. 

We also have dynamic, context-sensitive audio, with full Dolby Surround 
(Argonaut were the pioneers of Dolby Surround audio in video games). 
Finally, we have some very cool use of the Dual Shock’s vibration effects 
— which you'll have to feel to believe. 


PSEX: The Alien movies use sound as a means for building suspense 
(the “blip” of the Motion Trackers, the hiss of the aliens, etc.), are you | 
utilizing the game’s sounds in the same way? is there a music soundtrack? 


GS: I'll have to admit that probably the scariest thing when I’m playing 
the game are the sound effects. When you’re crawling through a vent 
and you hear the pitter-patter of a facehugger behind you, it is 
very suspenseful. The Blip of the Motion Tracker also adds greatly 
to the suspense. One thing that you might have noticed is the lack 
of the Motion Tracker in the movie — well, we couldn’t have an Alien 
game without the Motion Tracker so we created one that was of a 
later design (since the game is set quite a while after the other 
Alien movies) — and Call has one built-in to her system (since she is 
a Synthetic she comes Fully Loaded!). 

A big creative decision we made was to not have any music during the 
game. We decided to allocate all of the PlayStation’s sound resources 
to the sound effects, the speech, and more significantly in this case, 
the ambient sound. There is the constant hum of the ships engines, 
and you can hear the various firefights and other conflicts going on 
around you during gameplay. it was definitely the right decision to 
make in this case... 


PSEX: How many different aliens show up in the game? Can we expect 
to see the Ripley/Alien offspring as well as the Queen? Are there boss 
fights? 


GS: As well as the Facehuggers, there are two visually different type 
of regular Alien “warriors”, but their behavior changes quite a lot 
from the first few encounters to the Aliens in later levels. For example, 
in later levels, Aliens will spit acid, navigate the ceilings and walls more 
frequently, and even ambush the player when they least expect it! 
We have boss fights throughout the game, two are the Alien Queen 
and the Newborn, but I’m not going to give away the others... 


PSEX: Since there is no “event” or release (such as the DVD release) 
to tie the game in with marketing, are you concerned that the title 
and franchise isn’t as “fresh” as it could be? 


GS: Well this is really a question for Fox’s marketing gurus, but essentially 
we’re not concerned by this at all. The game completely stands up on 
its own without needing to tie in to movie, video, DVD releases etc. The 
franchise is as popular as it ever was — twenty years after the first 
film there’s still nothing in the genre of sci-fi movies as scary or 
memorable as an Alien, and we have created the scariest, most 
technologically impressive Alien game ever. 


PSEX: Before we go, is there anything else you would like to add about 
the game to our readers? 


GS: Don’t forget to turn out the lights! 


*Special thanks to Priscilla Bourbonnais and Karen Mangon. 
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How could we not start off this section of 
the magazine with Sony? Their 32-bit product 
lineup, while maybe a little light, has more than 
a few surprises, as well as plenty of requisite 
sequels. (not shown) promis- 
es to take the #1 selling snowboarding franchise 
to new heights. The game will offer ten pro rid- 
ers, all-new mountains and courses, and 20 dif- 
ferent events. brings all of the Crash 
Bandicoot characters back to the PlayStation 
in an arena-based battle game. Consisting of 9, 
Crash Bash 4-player competitive events, gamers can choose 
. Se from 8 different characters and battle it out. 
is an all-new 3D 
adventure featuring the original cast of char- 
acters from the animated movie. Expect plen- 
ty of platforming mixed in with vibrant, 

cartoon-style graphics. 

is a 3D action/puzzle/platform game based on 
Disney’s upcoming feature animated film. in the 


= - vm sae — game, players control Kuzco, an Incan ruler who 
' a 


Crash Bash 


I 


has been transformed into a llama. 
is an all-new adventure for our 
little purple friend. Expect more mini-games, 
more moves dnd interaction, and the ability to 
play as other critters. 
brings the mega-popu- 
lar TV game show home without the cash money. 
Digitized Regis and over 600 questions round 
out this title. returns with 
all-new graphics, photo-realistic stadium mod- 
els, over 200 new motion-captured moves and 
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improved Al. offers up new 
Al, new player models and a host of game play aa 
enhancements. features s | 


new player models, new animations, the ability 

to draft rookies and legendary veterans and a 

new, TV-style presentation. 

has all 30 NHL teams, including the new Minnesota 

Wild and Columbus Blue Jackets. Expect an 

Ps enhanced line manager and 4 new play modes. 
= NCAA has all 115 Division 1- 
A teams plus 61 “classics” from the past. 
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ACTIVISION. 


Activision probably has their strongest 
PlayStation lineup ever, with a multitude of antic- 
ipated titles. To start things off, they have two | : =e 
PlayStation 2 games they’re talking about: | —— 
is a third-person, action/role-playing Covert Ops 
game that allows players to build their charac- —— 
ter into a hero or an outlaw in the Wild West. 
Gunslinging, gambling and horse-back riding will 
be some of the cool mechanics found in the game. 
(not shown) straps gamers behind 
the wheel of a variety of next-gen concept cars. 
In the game, you’ll compete in numerous, no-holds 
barred races through the streets of 10 fully inter- 
active city environments. 
introduces a host of new features, including a 
skatepark editor/a skater customization option, 
more moves, expanded multi-player modes and 
new skaters. is actually the prequel to 
the first game. Continuing the stealth-based 
aspect, T2 offers 21 tools and weapons, 34 mis- 
sions and new abilities, such as swimming, hid- _ 
ing bodies, stealth kills and a mission editor. 
is being developed by key members 
of the original Colony Wars team. The game puts 
you in the role of ad member of ST’s Red Squad 
and features an immersive storyline, incredible 
Al and an all-new, advanced graphics engine. 
features 8 top-ranked pro 
riders and gives players the ability to perform 
hundreds of tricks, combinations and signature 
moves,.d la Tony Hawk. 
is based on Disney/Pixar’s upcoming 
animated television series. in the game, you'll take 
on the role of the galactic space hero and explore 
huge 3D environments while searching out the evil 
Zurg. is an authentic, 
military-based, real-time action/adventure that 
puts players in the role of a NATO soldier travel- 
ing on a high-speed train from Russia to Paris. 
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Crave is coming out strong this year, 
with a multitude of cool and interesting 
PlayStation games. Their first title, 

, continues Square’s 
Bushido Blade series. Developed by Genki, 
Kengo gives you the chance to master the 
sword as you battle your way up to become 
Master of Bushido. Features include a vari- 
ety of selectable characters with differ- 
ent storylines and an innovative “Samurai 
Reputation” system. isd 
SD action/puzzle game geared for the younger 
set. Combo-whip, expert peck and flap your 
opponents to death while puzzling through 
the game’s colorful environments (hey, if it’s 
got a chicken in it, then it must be 
is Crave’s take 


MIDWA 


Besides the PS2 titles they have in 


development (which include Ready 2 
Rumble 2 and Spy Hunter), Midway has 
only a few new PlayStation games 
announced for the show. The most inter- 
esting is 
action/adventure set in a medieval world 
of inhabitants made up of a deck of cards 
r and ruled by the Royal Families of the 
] Four Suits. As a new recruit in the Heart 
Army, it’s up to Deuce to stop the evil Jack 
of Spades and return peace to the king- 
dom. The game features lush, 3D envi- 
= Bs) ronments, 
adventure, exploration and puzzle solv- 


ing. 


, a cool-looking 3D 


combined with action, 
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on this extreme sport. The game features - 
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Rampage 3 


the popular retro-beasts once again and 
this time they are making their way 
through time, destroying historical land- 
marks and cities from the past to the 
future. Expect more environmental inter- 
action, various multi-player modes and 
extra mini-games for this sequel. Lastly, 


brings it inside. Expect all of the over- 
the-top action from Blitz, parried with 
the new license. 
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| Bushido Blade 3 


TT 


real Yamaha snowmobiles with damage mod- 
eling, a realistic physics engine, weather 
effects, a track editor and the ability to buy 
upgrades and repairs.Lastly;+ 

is based on the real-life, no- 
fear sport. The game will incorporate 22 
of the UFC’s well-known fighters (as well 
as additional characters created specifi- 
cally for the game) and will allow you to play 
as a street fighter or a trained martial arts 
expert. Expect a variety of fighting styles and 
techniques that range from Jujitsu to Greco- 
Roman wrestling. — 


brings back 


takes the Blitz engine and 
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HASBRO 
Interactive 


Hasbro continues to revisit the 
classics with a trio of new and 
revamped retro titles. For starters, 
they have created their very own 
sequel to Frogger with 

. This new game 
once again stars the adventurous 
amphibian who must hop, ride and 
avoid his way across a variety of new 
SD locales. Features include new mul- 
tiplayer modes forup to four players 
and a host of new powers and abili- 
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Frogger 


ties for the little green guy. 

takes the same idea from their recent 
Pong release and amps it up even 
more. Expect a variety of unique and 
cool game boards with specific, mis- 
sion-based objectives and a variety 
of power-ups. , the third and 
final game, takes the original and 
thrusts it into 3D. Blast the bugs with 
your souped-up space ship in this high- 
ly addictive, old-school shooter. 
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Capcom, as always, has a few tricks 
up its sleeve for this year’s E3. in addi- 
tion to the titles you see below, they have 
quite a few others that they’re holding 
off from showing until the first day. To 
start, they have (not shown). 
Marking the return of Regina, gamers will 
be forced to deal with the rampant 
dinosaurs in their own environment — the 
outdoors. Some of the new additions to 
the game include larger characters dis- 
played in higher resolutions, the ability 
to shoot above and below, and improved 
enemy Al. features amaz- 
ing, detailed graphics and a deep story. 
This RPG combines lush, 2D characters 
with an unparalleled 3D engine and sup- 
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Strider 1&2 


Oni Musha (PS2) | 


ports a unique tactical battle system which 
allows for strategic placement of up to 
three fighters in the front of your party. 
gives players both the orig- 
inal coin-op in all of its glory along with 
an all-new sequel that enjoyed a quick 
run at the arcades. 
has our blue buddy, along with his side- 
kick Roll, back in action and on a quest to 
find a mysterious key. Like TronBonne, 
MML2 offers improved graphics, dual ana- 
log control and a world twice the size of 
the original. ushers a 
host of the most-famous street fight- 
ers into the 128-bit era. Expect all of the 
trademark SF moves with plenty of next- 
gen special effects. 


takes the Resident Evil school of thought 
and applies it to the Feudal Japan time 
period. Expect plenty of Samurai sword 
action, combined with a detailed back- 
story, gorgeous graphics and ingenious 
puzzle solving. 
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along with updated graphics and sounds. 


to cause multiple chain reactions. 


Like last year, Fox Interactive has an unusu- 
ally healthy laundry list of PlayStation titles, based 
on some of their more popular franchises, for E3. 

is an action/adventure game 
based on the popular movie/television franchise, 
with a real-time 3D engine, proprietary 3rd-per- 
son camera and complex puzzle solving. 
brings the adrenaline-pumping ter- 
ror of the movie into a first-person action/adven- 
ture. While this game has been around in various 
states, it is finally nearing completion (see this 
month’s cover story). 
is a third-person action/adventure game fea- 
turing the happy-go-lucky high-school cheer- 
leader who seeks out the undead by night. Expect 
a great combination of 3D visuals, exploration, 
puzzle solving and hand-to-hand combat. 
(not shown) is an all-out humorous 3D 


Empire Interactive has a few PlayStation games in 
the works that will appeal to old and new gamers alike. if 
you've been around for awhile, then you will recognize 

, which is an update of the Bitmap Bros. Amiga 
classic. All of the addictive gameplay from the original returns, 
is a fast- 
paced and addictive Bubble Bobble-style puzzle game, where 
you must shoot colored spheres against others in an effort 
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action/wrestling game featuring the charac- 


ters and locations from the animated TV show: 
D’ohh! is based on the animated fedture 
that’s scheduled tohit theaters this summer. 
Offering two modes of play — 3rd-person 
action/adventure and flying/shooting — gamers 
will have to solve puzzles, pilot ships and use 
instinct to defeat the aliens. 

offers gamers the chance to break the law in this 
white-knuckle driving game based on the TV show. 
in the game, you have the option of being the 
police or the criminals and race through a huge 
3D metropolis. 


ROCKSTAR 


anywhere 3D engine. Lastly, 


Oni (PS2) 


Midnight Club (PS2) 


Rockstar Games has three PlayStation 2 titles in the 


works — two from Angel Studios and one in conjunction with Bunjie Software. 
allows you to race against a variety of opponents 
in accurately-modeled 3D cities teeming with traffic, pedestrians and police. The 
game features incredible detail — everything and everyone behaves like they 
would in real life — and the ability to race others for their pink-slips. 

puts you in the role of a driver for hire who must smuggle contraband across 
county lines. Features in the game include incredible draw distances — you can 
drive out to the mountains way off in the distance — realistic physics and a go- 
is an action/adventure game that mixes mar- 
tial arts and weapons combat seamlessly. The game features advanced 3D 
architecture and animation interpolation for the main characters. 


Ee 


Smuggler’s Run (PS2) 


Bandai doesn’t have the biggest 
E3 lineup, but they do have a few 
interesting titles to show off. 
(reviewed this 
issue) is their Resident Evil-style offer- 
ing. Featuring pre-rendered back 
drops with 3D characters, the game 
pits you in the role of an ex-cop who 
happens to find himself in a casino 
filled with vampiric-beasts. 
combines the best of Pokemon 
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Gundam: Side Story 
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and Monster Rancher with strong role 
playing elements. While skewed 
toward younger players, with col- 
orful graphics and simplistic game- 
play, the same offers up an addictive 
experience. takes 
advantage of its long-held Gundam 
license that is so popular in Japan. 
This RPG/Strategy game offers up a 
cinematic presentation , an immer- 
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sive storyline and deep sameplay. 


Now that we know that Psygnosis has 
been working on a bevy of PS2 titles (which 
are most likely to be published by SCEA), 
we should focus on some of their PS1 
games coming out. 
is the long-awaited sequel in the series 
that has been around since the 
PlayStation’s launch in ‘95. This new model 
offers up a host of new features and 
details, which include a more detailed 
physics model, a host of new game modes, 
two player split-screen racing, and some 
of the most outrageous colisions you've 
ever seen in d video game (see this month’s 
EXclusive section for all of the details). 
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PlayStation audience. Playing as Kermit 
the Frog’s nephew, Robin, kids must embark 
on da quest to save their uncle and the 
other Muppets. MMA features the abili- 
ty to morph into 5 different characters 
with different abilities, 6 spooky worlds 
to explore and fun yet simplistic puzzles 
and challenges to solve. 

is an action-packed combat/strategy game 
that pits players against an army of 
charming yet fiercely competitive lego- 
like characters. The game sports cartoon- 
like visuals and features 20 levels of 
multi-player action for up to four bud- 
dies on-screen simultaneously. 64 mis- 
sions across 8 worlds with a variety of 
objectives round out this unique title. 


eee 


Muppet Adventure 


Ubi Soft could be, once again, one 
of the surprise publishers at the show 
this year. Besides the amazing 

(see the EXclusive 
section this issue), they have quite a 
few, new PS games. Here’s the short list: inspector 
Gadget (not shown) — a 3D cartoon-inspired adven- 
ture, (not shown) — a Parapa/Bust a 
Groove-inspired dance game featuring the cast from 
the animated movie, (not shown) — ride the 
waves in dn official competition against pros and 
wanna-bes alike, and (not shown) — based 
on the upcoming CG movie from Disney where you will 
control a bevy of different jurassic beasts. Expect a 
more in-depth look at Ubi’s titles next issue. 


> 


Konami has been relative- 
ly quiet about their upcoming 
releases. As far as PlayStation2 
information is concerned, there 
has been little to nothing 
revealed. What we have seen for the PS2 is the first 
of their ESPN licensed games, 

. Looking photo-realistic, this game 
promises to give EA’s Snowboard SuperX a run 
for its money. The only other title announced so far 
is Kalitso/Universal’s . This 
game continues the blood-and-guts, hack ‘n’ slash 
action from the first, with an even darker storyline 
and a more detailed 3D engine. 


| ESPN Snowboarding 
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THQ is planning an aggressive lineup of 
PlayStation and PS2 games for this year. On 
the 32-bit front, they have 

— a 3D action/adventure 
ie et NS game based on the once mega-popular TV/Ttoy 
Po ware license. Targeted to boys age 6-11, you'll be able 

cone | sis: ia to take on the role of any of your favorite Power 

 ——— ie Rangers and duke it out against a variety o 

— Evil Dead a monsters. 3D eo 20 levels, in hen 
Ore EEE : : 

a FMV and voices by the actors round out this 
game. Another game for the youngin’s, 

é ee is based on the upcoming theatrical 

a rN ee we srelease of the same name. Travel to Euro 

on Pe _ ReptarLand as one of the mischievous tots in 

an effort to help fix Stu’s Robotic Reptar — the 

kids love it! (not shown) lets you 

play as Scooby and the gang as you make your 

way through three classic adventures (as well 
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ds d brand new one). The game features a car- 
toon-style 3D engine, voiceovers from the orig- 


inal cast, dramatic lighting and camera angles” 


and all of your favorite Scooby-characters and 
villains. On the opposite side of the spectrum 
is . This Resident Evil- 
like game features Bruce Campbell reprising 
his role as Ash, along with animated, 24-bit col- 
ored backgrounds. Lastly, there is 
and 

(not shown). Both of these titles take the sport 
to the extreme with a variety of tricks, modes 
and MTV-licensed music to jam to. 


and 
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Was there ever any doubt that Namco would be there 

day one for the PS2? Although not officially confirmed, it’s a 
no-brainer that both ) 
will both be available for the US launch. For more details on 
these two games, see the EXcel sections in the last two issues. 
On the PlayStation front, they have two new games ready to 
, continues where 
Pac Man World: 20th Aniversary edition left off. in the game, 
you control the pink-ribbon clad gobbler, as she does her best 
to stay one step ahead of those pesky ghosts in glorious 3D — 
we are definitely excited about this one! Their other offering, 


, Is still a bit of a mystery. The game 


is not Time Crisis 2, which has been in arcades for quite some 
time now, but an original title based on the Crisis engine. We’ Il 
have more on this Guncon game when we return from the 


RPG Maker 


Agetec will be capitalizing on their affiliation with From Software this fall, with three 
PlayStation2 games ready to roll out at launch. The first, , iS very similar in con- 
cept and design to their early King’s Field titles. Played from a lst-person perspective, this 
RPG is all about exploration, battling monsters and mastering magic. , dlso an 
RPG, throws in a bit more action into the mix, with a third-person, behind your character 
perspective. Similar in design to the Zelda series, this game is all about exploration and 
close-quarters combat. Expect gorgeous special effects and plenty of action. Lastly, 
their crowning achievement is most certainly . Running at a blistering 60fps, ea 
this mech fighter is just as brilliant to watch as it is to play. While it might play similar to ~~, | 
the original PlayStation series, this game is going to be hot. As far as original PlayStation a 


titles go, they have oné Offering — . Expanding upon their critically acclaimed SCC 
Fighter Maker title; this do-it-yourself RPG offers up a deep and rewarding experience Armore Ore < (Foe) 


for would-be programmers and RPG fanatics. 


EA Sports continues to deliver annual additions to their 
most popular sports franchises. While they have not been 
vocal on what PS2 games are in development (except for : 
Snowboarding), it’s no secret that they have well over 10 a 
titles currently in development. As far as PlayStation soft- 


= @ ware goes, it’s business as usual. Their lineup starts with : — 
, which offers new and improved char- ) — 
ons , ; ns 
uceidiainallideee § — acter models, the inclusion of women boxers and a variety Su eel de 


of new game modes. Of course, they also have 

, featuring all new animations, an improved graph- 
ic engine and plenty of gridiron action. In addition, we'll expect 
to see and possi- 
bly new NHL and NBA Live titles. We'll return next month with 
all of the details on their sports lineup, as well as what EA is 
showing on the entertainment side. One can only hope for 
a PlayStation2 sequel to their amazing Medal of Honor. 
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Alone in the Dark 


Infogrames has scored quite a coup 
with all of their various development hous- 
es, internally and externally. With the mul- 
titude of developers working on games (which 
now includes everything GT Interactive was 
publishing), they have a rich and diverse 
PlayStation lineup: Alone in the Dark brings 
back the original survival horror franchise 
with an all new adventure for super-sleuth 
Edward Carnby. Expect richly detailed envi- 
ronments, suspenseful and intense action 
and plenty of mind-numbing puzzle solving. 
Animorphs: Shattered Reality takes this 
afternoon kids franchise into the video game 
world. Featuring a proprietary morphing 
technology and plenty of arcade style action, 
the game is played over 10 massive levels 
with 19 unique environments. Driver 2 (not 
shown) has you reprising your role as the 
Wheel Man and offers 40 new missions 
throughout four new cities (Chicago, Las 
Vegas, Havana and Rio). Other new features 
include greater interactivity — get out on 
foot to open doors, set timers, etc. — as well 
ds being able to “jack” any vehicle on the 
road. Looney Tunes Racing is the next kart 


game coming out for the PlayStation. Play 
as up to 47 Looney Tune characters and bat- 
tle it out, vehicle-to-vehicle, with a variety 
of ACME-inspired power-ups. Test Drive 
Cycles lets you take a variety of bikes (from 
cruisers to sport) on a no-holds-barred test 
drive against other would-be bikers. Featuring 
superb user control, fast frame rates and 
sharp graphics, Cycles promises to be the © 
ultimate thrill on two wheels. Wacky Races” 
takes the Saturday morning cartoon’and 
brings it into a glorious 3D racing game. Play 
das a variety of cartoon favorites, such as 
Captain Cave Man, Dick Dastardly or 
Penelope Pitstop and head for the finish line. 
Pro Beach Volleyball offers up the Lst vol- 
leyball game for the PS. Actual beach cours- 
es and licensed pros are some of the options 
in the game. Motor Mayhem is a futuristic 
vehicle combat game for the PS2. 
Unfortunately, not much else is currently 
known about the title. Munch's Oddysee is 
the next installment from Oddworld and 
stars Munch, a wheelchair bound Mudoken. 
This title promises to innovate and is being 
readied for the PS2’s launch. 


Test Drive Cycles 
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Eidos always has a few surprises up their sleeve and always a Tomb Raider, but 
this year might be different. What they have announced is 
. This sequel finds Raziel traveling back through the currents of time in pursuit of his 
creator — Kain — in an attempt to uncover the mysteries surrounding Nosgoth’s past 
and the extinction of the Vampire Clans. Some of the features found in this game include 
the same data-streaming technology found in the first, thus eliminating any load times, 
new hand-to-hand combat with projectile and environmental weapons, a new list of 
spells to uncover and learn and a host of new enemies to encounter and swallow 
their souls. We'll have more on this title next issue. Continuing their next successful fran- 
chise, Kronos is already hard at work on the next Fear Effect sequel, 

. Actually a prequel, this chapter delves into the colorful histories of the orig- 
inal cast of 3 mercenaries, ds well as the extraordinary circumstances that brought 
them together. Expect an improved version of their Motion FX 3D technology, over 120 
minutes of CG sequences, a new selection of melee and range weapons and 4 playable 
characters. is based on the upcoming live-action 
Disney film. In this classic 3D action/adventure, you will have to sniff, dig and dog- 
paddle your way through 20 danger-filled levels. is the official game of 
the Olympic Summer Games. Like the popular Track and Field gamers by Konami, this 
button masher will have all of the official events brought to life in glorious 3D. 
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PUBLISHED BY: | Square EA 
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ORIGIN: | Japan 
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The PS2 may be poised to take the country by 
storm before the year is through, but it’s still a very exciting 
time to own a PlayStation, too! Thankfully, a lot of great titles 
continue to be released in the console’s fifth and final year, showcasing 
the power and longevity of the platform. 


A perfect example is Square’s stunning new action/role-play epic — the visually 
spectacular Vagrant Story. Once again, the creative wizards at Square have delivered 
a beautifully polished, deeply engaging video game experience that’s a welcome departure 
from the industry's predictable flood of sequels. Although it’s more along the lines of a medieval 

Parasite Eve than the wildly popular Final Fantasy series, it’s clear that the company has another big 
winner on its hands. 


Stylish, mature, and compelling to the core, Vagrant Story opens with the kind of slick FMV sequence 
we've come to expect from Square, complete with a sexy wench and cool fire-breathing dragon. If 
that isn’t enough to whet your appetite for adventure, chances are you'll be riveted to your TV screen 

after playing through the game’s tense opening scenes. The cinematic presentation is like a cross between 
Konami's Metal Gear Solid and an electronic comic book, with plenty of sweet cut-scenes seamlessly 
integrated into the gameplay using the impressive 3D graphics engine. Strangely, the characters’ lips move 
without actually speaking, because jagged text balloons are used in place of dramatic voice-overs. 
However, the dialog is so gripping and the music is so chilling that you quickly forget about that 
and get caught up in the complex web of evil and intrigue. 


Players assume the role of Agent Ashley Riot, an elite soldier with the Valendia Knights 

of Peace who transferred to the Dangerous Criminal Task Force after seeing his wife and 

child brutally murdered. Now he’s one of the “Riskbreakers” who gets sent into life-or- 

death situations while infiltrating crime syndicates, sort of like a fourteenth-century James 

Bond. As the game begins, there’s one doozy of a dangerous situation for Ashley to investigate. 

A cult of religious fanatics led by the powerful and charismatic Sydney Losstarot has taken 

over the manor of Duke Bardorba, seizing 34 hostages. When Ashley arrives at the manor, 

he has an unforgettable run-in with Sydney and his vicious pet wyvern, in an incredible 
scene that’s destined to become a video game classic. 


Before you know it, Ashley is wrapped up in a twisted 

tale of murder and black magic as he tries to uncover Sydney’s sinister plot 

and clear himself in the subsequent assassination of the duke. Along theway, 4 5"! “One. 
you'll explore many dangerous environments, encounter a variety of mysterious \Qeacmes s 
characters and battle plenty of awesome-looking boss monsters, including 
more than a few huge dragons that practically leap out of your TV. oe 


On the surface, there’s no mistaking Vagrant Story for any other 
game in the PlayStation library — this atmospheric masterpiece has an artistic nen 
look and feel that are totally unique. From the dungeon-like wine cellar Brenae Ane & Mace Edao/Oretanded 
beneath the ruined city of Lea Monde to the lush, ivy-covered buildings 
and tranquil waterways of Rue Bouquet, each location comes to life in 
beautifully rendered detail. Plus, there are plenty of terrific lighting effects, 
and the polygonal characters look about as realistic as you can get on a 32- 
bit system. 


However, once you begin to dig a little bit deeper, it becomes clear that Vagrant Story borrows 
some of its basic gameplay elements from Square’s own Parasite Eve, building upon them in a number 
of innovative ways. The action primarily takes place in the third person, using a 3/4 overhead view, and 
players can rotate the camera with the shoulder buttons or zoom in by pressing select. There’s also a way 
to access a first-person view by using one of the analog thumbsticks to get a better look at your surroundings. 
The controls are extremely smooth and Ashley is easy to move, automatically climbing steps and jumping 
to higher ledges with the push of a button. 


For those who have played Parasite Eve, the combat system will seem pretty familiar at first, 


attack button. Whatever is within the sphere is within range of your weapon. You can usually choose 
from a number of different targets on each opponent, and you'll have varying chances of landing a 
successful hit on each body part. Your odds decrease the longer you fight because your Risk factor 
goes up, but so does your chance of landing a critical hit. Conversely, the same applies to you, as opponents 
can target different parts of Ashley’s body. And that’s only the beginning of the game’s deep and strategic 
combat system. 


using a similar kind of targeting sphere that springs up and pauses the gameplay when you push the O 


Like Parasite Eve, you run around dodging enemies’ attacks in real-time, but Vagrant Story 
adds to the mix by giving Ashley the ability to earn a variety of special offensive and defensive 
moves that depend on your split-second timing. For instance, you can earn the ability to reflect 
damage back to your attacker, siphon off their magic energy, add poison or paralysis to your 
attack, and many other crucial skills that can be assigned to whatever buttons you choose. 
The idea is to hit them at precisely the right moment, and you can even chain together many 
of these special attacks for mega-damage (my personal best was eight or nine consecutive 
hits). it’s a little tricky at first, but once you get the timing right, it opens up a whole new 
dimension to the fighting. 


As if that wasn’t enough, Ashley can also learn a variety of dazzling magic spells 
ds you progress through the game, as well as a number of powerful Break Arts for each weapon 
he uses. These attacks do massive damage to opponents while depleting part of Ashley's own 
hit points, so they are best used sparingly in strategic situations. The game encourages you to use 
specific weapons against certain kinds of foes — such as humans, beasts, phantoms, dragons and so forth 
— by giving you bonuses for doing so. Plus, you can even disassemble, combine and rename your weapons 
in special workshops, which is similar to the weapons modification system in Parasite Eve. So, if a particular 
boss monster just won't die, chances are you're simply not using the right tool for the job! 


Somehow, the intuitive control interface does an excellent job of managing all the complexity 
of the combat system, and the level of challenge is pretty well balanced. There's plenty of depth and 
variety to keep advanced gamers happy, but it’s also not impossible for novices who are patient enough 
to learn the controls. There’s even a nifty 3D map feature that will keep you from getting lost, which could 
have otherwise been a problem in a few of the 

game’s similar-looking areas. 


While seemingly devoid of any fatal 
flaws, Vagrant Story does have a few minor 
annoyances. The most noticeable one is the 
trouble you'll have seeing things at times, since 
tree branches, ceiling beams, walls and other 
obstacles often intrude upon the overhead view, 
much like Alundra 2. This can make it tough to 
spot enemies before they get in the first shot, and 


in the workshops where you modify your weapons and armor. Since 
you have to load and save each time you open your storage 


is one amazingly 


it also blocks your view of the surroundings. Otherwise, the camera does 
a pretty good job of tracking Ashley’s movements without mishap. 


The other distraction is the lengthy save and load process, especially 


chest, the boring intervals unfortunately interrupt the co 

flow of the game. Of course, this problem could aA LING 
easily be resolved if Square decides to grace Oo 

us with ad much-deserved sequel on the Don’t be fooled by its odd- 


“sees. PS2, which would truly give ~~. _— sounding name — 
Story its due. entertaining game that you definitely 


don’t want to miss. The thrilling visuals, 
immersive music, compelling plot and deep 
combat system are sure to please lovers of action, 
adventure and role-play games. Just be prepared to 
give up your life for at least a couple of weeks! 
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EVERYONE - +  #there was an 
ar’ ~  @ward handed out 
for best-looking car 
models in a racing same, 
then you could give the award 
to Electronic Arts and stamp “Need 
for Speed: Porsche Unleashed” on the 
trophy. | mean, have you ever seen anything eee 
even remotely this exquisite? | doubt it. Even one Risin. AN igh veseeved 
though the licensed cars in GT2 and the original DC NOT REWAIVE MEMERY CARO IN MEMORY CARD SLOT 
car models in R4 are both well done, they can’t (“Sj some. 
hold a candle to the level of detail found in the | 
Porsche variations. However, all this beauty comes with 
a price (isn’t that always the case?) and, das you’ll soon 
discover, the trade-off may not be worth it. 


CREDITS: 
: = 22 


TOP 5) 210 
ACCEL, 0-60 Mi 

iD | ENGINE:FLATH-170 
— HS) CAR DATA ® HORSEPOWER: 80 BHP 4500 RPM 
__ TORQUE: 58 LB-FT 2700RPM 
-” WEIGHT: IS80L85 


NFS:PU comes packed with three distinct sameplay 
modes — Evolution, Quick Races, and Factory Driver. The 
Quick Races menu consists of four types of racing: 
Capture the Flag, Chase, Race, and Time Battle. | 
Capture the Flag is cool because it opens up many of the areas in the 
racing venues (France, Scotland, USA, Japan, or Germany). in most 
all of the other game modes, the multiple routes are blocked off 
and you must drive the designated path. The bad news is that Capture 
the Flag is best played against a friend, because the CPU doesn’t make 
a mistake. If you don’t take the correct turn, you’ll be headed in the 
wrong direction and won’t be able to get to the flag before the computer 
does! Time Battle is probably the most fun of the Quick Races, ds you 
determine a time (five, ten, 15, or 20 seconds) and then compete against 
a friend or CPU. You race laps until you or your opponents’ timer reaches 
“0:00.” For example, if you set the time to 0:10, and 
you have a 2.5 second lead over the other guy after one 
lap, then his timer drops to 0:075, while you retain all 
ten seconds in your timer. You simply keep racing laps until 
somebody reaches zero. On the hard setting, a ten second | aa 
time could easily result in ten or more laps! The Chase race ornavs © iam 
is a cop thing, where you try to avoid getting “tagged” by \ , 


py. 
WEEKEND © 


the po-leece. You determine the number of rounds (each ai “SS ae ‘ 
round is 120 seconds), the difficulty (easy, med, hard), and we 


then the track. The tracks are completely opened up for acai “ay 


Chase mode, and you'll find that this gameplay option will Co ie eo 
provide most of the fun after you've laid waste to the 
Evolution and Factory Driver modes. it’s great fun to elude 
the cop by taking a sharp turn, then looking behind you 
to watch him fly by and miss the turn! Lastly, the Race 


CONGRATULATIONS! YOU NAVE 
COLLECTED ALL TWE GOLO 
TROPHIES AND COMPLETED 
EVOLUTION. 00 YOU WISH Ti 
COLLECT YOUN FINAL BONUS 
now? 
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"lie option is a straight-forward adjustable lap 
—S— fe (1-4) race against 3 CPU opponents. if you 
&g choose a 911 Turbo as your car, the other 

drivers will have the same car, too. 


The Factory Driver mode is kind of like the 
“License Tests” in GT2, where you have to 
accomplish a goal under a certain amount 
of time. There are a dozen of these test 
to pass, all under the guise of becoming 
the number one test driver at the 

Porsche facility. it’s entertaining for 
a bit, but you should be able to complete the entire thing in a little 
over an hour. 


The Evolution mode is the key to NFS:PU, and it has three basic 
components; the Classic, Golden, and Modern Eras. Think of them 
as stages, where you need to get past one in order to move up to 
the next. You’Il have three classes of cars in each era. For example, the 
Modern Era has the Boxster & 968 as Class three vehicles, the 911 RS 
America (964) & 911 Carrera (993) as Class two, and the 968 Turbo & 911 
Turbo S as examples of the Class one level cars. Pick a car from a certain class 
(buy it), then race the four or five events in that tournament. You can race the 
classes in any order, the only stipulation is that you have to have a car that is 
geared toward that level. Win the tournament, and you'll get a gold trophy (or 
silver or bronze). You must get gold trophies in all Tournament, Weekend (car 
specific — like 914’s only), and Racing (550, 917, GT3, GT2, and GT1) events in 
order to finish the game 100% (there is a counter). it took me a good 15 hours 
to do this, but it certainty wasn’t the most enjoyable time spent playing a racing 
game! 

The reason? The frame rate and 
graphic pop-up issues are 
tremendous, as this is easily the most 
é aun ttawed NFS game ever released. At 
: fim" — the beginning i mentioned a price to 

be paid for such wonderful car 
models, and that price is found with 
the speed and pop-up. The frame- 
rate chugs along in most instances, 
and is really noticeable when you go from playing a game 
with four cars on screen to a game with only two (like 
Chase). Of course, “four cars on screen” is really a misnomer, 
as 95% of the time the only car you’ll see is the one you’re 
driving. The guy in 2nd may be nearby if you’re |. 
struggling, but cars three and four are GONE! , ot 
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And, strangely, doing 120 mph in a 550 is Ae 

MUCH slower than when you’re going A LING 
120 mph in a GT3 car. The pop-up ie 

is drastic, and pretty sad - -»s Porsche: Unleashed has all 


elt considering most ofthe of the right gameplay modes in ABBOT.’ 
CHASE eee - place to make it an “A+” title, but Ot 
Sehuicaba naa — iy tracks are i the slow frame-rate, pop-up, and 


bland. - overall control problems will really hinder 
your overall satisfaction of the game. Still, 
Chase & Time Battle will keep you playing it despite 


the inherent flaws. 
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POLICE FUR THE DURATION OF THE ALLOTTED 
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GENRE; 7 Action/Shoote 


PUBLISHED BY; | LucasArts 
DEVELOPED BY; | LucasArt 
ORIGIN: | USA 
# OF COS: [1 


AVAILABLE: § NOW 


Why does the PlayStation have so many lackluster Star 
Wars video games, while technologically inferior consoles such as 
the SNES and NES (and even the Atari 2600) all had great titles available 


for them? Even the N64, which is lacking in many genres, has three decent 
Star Wars games. 


As with the four prior PlayStation releases, Jedi Power Battles has promise but fails 
to deliver. The idea was to ditch the exploration/puzzle-solving elements and focus on action — 
not a bad plan, since the lightsaber battles were the best part of last year’s mediocre Episode 1 game. 
What could have been a reasonably fun beat ‘em up is, unfortunately, weakened by several problems. it 


was no doubt rushed to market in order to capitalize on Episode 1 being released on video, but that is still no reason 
to buy it. 


The game is not entirely without merit (even though you can’t kill Jar Jar). John Williams’ soundtrack is here, 
and you can play as Qui-Gon Jinn, Obi-Wan Kenobi and Mace Windu (or two other token Jedi). Each character 
has d unique special move and can learn new abilities along the way. However, if you want to change characters 

you'll have to start back on the first level! The game’s eight areas follow the film’s storyline, taking some artistic 
license with level bosses and to allow Windu and the others to appear in place of Obi-Wan and Qui-Gon. 


The first and foremost problem is control. The game requires near-surgical precision to hit a target, meaning 

that if you are just slightly off you won't be able to hit the broad side of a barn. Once you hit the hack, slash, 

or attack button, your character is locked into position and there is no way to cancel a move (except for 

your getting hit). As a result, you'll move towards a Battle Droid and slash, it moves out of your way, 

and you watch as your Jedi slowly executes a beautiful move...into empty space! There’s a manual 
target lock button, but it doesn’t help much if there are multiple enemies surrounding you. 


Luckily, the Battle Droids who are your primary enemies don’t take advantage of your missed 
hits but will generally stand around waiting to be cut in half. Even when they decide to follow you 
around they seem to prefer kicking and punching to firing their lasers. They apparently can’t 
count either, frequently yelling “Here they come!” as you approach alone. Some of them even pop 

up out of nowhere. All of the enemies have tiny life meters below their feet, which is necessary since 
the effect of your lightsaber seems nearly random — sometimes a single slash will destroy a Droid, 
while other times a Droid takes multiple hits without flinching. 


Thankfully, the camera has been removed from the ceiling where it was in SW:TPM, but it still doesn’t 
always stay with your character, allowing you to 
get stuck off-screen or behind objects. it is extremely 
difficult to tell where you are able to go, so you'll lose 
lives learning that areas which look accessible really 
aren't. There are also clipping problems which cause 
your Jedi to appear through enemies or disappear 
partially into the ground. As for the two-player mode, 
the designers have finally solved the age-old problem 

of what to do when one character goes left and one 
goes right: they kill you! That’s right — staying off-screen 
too long results in the loss of a life. Unfortunately, the 
way the levels are designed, there are many areas where 
it is nearly impossible to stick that close together. 


The continue checkpoints are spaced too far apart, and when you 
die you'll have to fight back through the same enemies again. Worse, 
there is no moment of temporary safety. So, when you die, 
you’ ll suddenly find yourself back under fire before you 
Ay can even see what is going on. And is that supposed 
This game is still going to sell to be Yoda “laughing” when you pick up a 


tons of copies based solely on the —.. power-up? i don’t get it. The only 
name, but if you care about a quality = 


playing experience you should save your SS "y redeeming factor, of course, is 


money. Perhaps if people stop buying these the Star Wars license — 


games, someone at LucasArts will get the otherwise the game 
message and create something for the PlayStation ; 
worthy of the Star Wars name. IS frustrating. 
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BENRE: 7 Action/Adventure 
PUBLISHED BY: | Eidos | 
DEVELOPED BY: | Mucky Foot 
ORIGIN: | USA 
# OF CUS: {1 
AVAILABLE: § NOW! 


There’s nothing worse than having a killer concept for a 3D- 
action game that gets bogged down by slippery controls, a sluggish 
camera and frustrating gameplay. Unfortunately, that’s the case with Urban 
Chaos, which ends up being another example of a potentially great same that s 
barely rises above average. oa 

Things look extremely promising at first, with an exciting FMV intro that does an excellent 
job of setting the stage, even though the sound is pretty muffled. it’s New Year’s Eve 1999, and 
some serious strangeness is about to befall Union City. Not only does the population seem to be going nuts, 
but there’s also a mysterious new threat about to rain chaos upon the crime-ridden metropolis. The baddies 
are some creepy, heavily armed dudes who look like escapees from The Matrix, and they’re definitely playing for keeps. 
Although their motives are unclear, they just wasted a mugger and tried to take out some cops, turning part of the 
town into a war zone. Now, it’s up to two urban warriors from different walks of life to rid the city of this deadly evil. 
So far, so good, right? Well, it would be, except that it takes way too long for the story to unfold. 


in the beginning, you play as a rookie female cop named Stern, and there are different training stages where 

you can hone your law-enforcement skills. Physical Training gives you the chance to practice running, climbing and 

jumping on an innovative obstacle course. Combat Training lets you go hand-to-hand with a number of hostile 
thugs, punching, kicking, leg-sweeping, Judo-throwing and arresting the lawless scum. Then there’s Driving Training, a —— 
which puts you behind the wheel of a cop car on an obstacle course, where you must run a gauntlet of traffic cones eee 
and back into parking spaces before time expires. Each of these training modes has its fun moments — like or 
hitting the siren on your cop cruiser, or sliding down a wire commando-style. However, the experience is 
marred by the loose, unresponsive controls and slow camera, which has trouble keeping up with your 
movements. 


These problems also persist in the rest of the game, as Stern gets sent on a variety of different 
missions and side missions throughout the fully 3D city. Some of the early ones (which have nothing 
to do with the story) include arresting muggers, rescuing a suicidal jumper and finding a suspected 
murder weapon that’s been ditched behind a building. This last task becomes especially frustrating, 
since you can literally search for an hour and still not find the missing gun. 


Later, you get to play as a ponytailed hoodium named Mako, whose first mission is to drive a car 
bomb across town and park it in front of the federal bank. Both Mako and Stern have a number of 
different weapons at their disposal — from baseball bats to shotguns — and there’s nothing keeping either 
character from blowing away cops or innocent bystanders who get in their way. Sure, it’s fun being bad for 
a little while, but the camera is barely adequate for 

keeping track of the third-person action, and the 
driving segments are always a chore because the cars 
handle so poorly. 


in the interest of fairness, Urban Chaos does have 
a few things going for it. The best part is simply exploring 
all the dark alleys and lofty rooftops, collecting power- 
ups. The graphics are pretty decent — although the 
characters look a little too cartoonish — and there 
are plenty of realistic sights and sounds that immerse 
you in the gritty urban atmosphere. Tons of nice little 
details make Union City come to life, from trash and leaves blowing 
in the breeze to the unmistakable sound of car alarms piercing the 
night. Knock over a garbage pail and you'll see a bunch of soda cans, 
which you can kick along the sidewalk or pick up and throw. 
Run into the street and cars will screech to a halt and honk 
their horns at you. Talk to any pedestrian and you'll 
get a variety of funny or insulting responses. a a 
it’s that kind of attention to detail that lots of cool details save Urban 
neem gO vn gopticr ore doce oben aioae 
made the same effort with ss : bit damel, ah many realistic sights and 
the camera and a sounds that recreate the feeling of a big city. 
controls. However, the loose, unresponsive controls and 


slow camera can be utterly frustrating at times, 
making the game a rental at best. 


GENRE; 7 Sideserall Action 
PUBLISHED BY: | Eapeam 
DEVELOPED BY: | Capcom 
ORIGIN: | Japan 
AVAILABLE: § NOW! 


Mention the name “Strider” to non-gamers or casual 
gamer, and they'll probably assume you are talking about some 
new kind of footwear. The rest of us know better. in the late 1980’s, a 
time of cookie-cutter side-scrolling shooters and beat-em ups, “Strider” stood 
out as an original thanks to the variety of locales, moves, and enemies it featured. 
For that reason, a decade after it first saw the light of day in the arcades, the game 
remains extremely popular. Former PSExtremist Zach Meston used to regularly fill his reviews 
of classic remakes with pleas directed at Capcom asking them to release a PlayStation version of 
Strider. Well Zach... wherever you are... your waiting is finally over. 


So, did Strider get a graphical update, or is it being released in its original form? How about both! That’s 
right — Capcom has included the original Strider game on one disk and bundled it together with a new game called... 
what else... Strider 2! 


Let’s talk about the original first. it’s just the same as the now-classic arcade game, except with infinite 
continues that precludes the need for dropping quarters in a slot. You can also adjust game parameters such 
as the difficulty level, # of lives, the controller configuration (you’ve got the same moves — attack, rapid, slide, 
and jump), and the type of music you want to slash to. Of course, next to modern games, the graphics of the original 
look dated even though the addictive gameplay is still there. 


Thankfully, for those of us spoiled by current technology, there’s Strider 2. Aside from a new type of 
homing weapon, the only real difference is that the sequel features a 3D look. Strider Hiryu and most 
of the enemies are still sprites, but the backgrounds and a few bosses are polygonal. Gameplay is still 
in two dimensions, however — if you’ve played Klonoa or the original Tomba, you’ll understand 
what | mean. Strider 2 reminded me a lot of the R-Type Delta or Einhander games. All of them feature 
some great-looking graphics, but the fast-paced shooting gameplay was not sacrificed for the 
sake of “eye candy.” 


Helpful arrows direct your progress through the levels, and when you come to a boss or mini- 

boss, its energy bar will be shown on the screen under your own. As with the original, the bosses 
are quite imaginative, but despite their fearsome appearance you will always discover the best 
way to defeat them. At the end of each mission, you will be given a score and ranking according to 
the time it took you to clear the level and the points earned from beating enemies and collecting items. 


As good as they are, the games are not perfect. For one thing, they are fairly short and (thanks to 
the infinite continues) not difficult to beat. if 
you happen to come across a challenging enemy, you'll 
eventually find its weak spots even if you have to fight 
it over and over again. As with most shooters, there 
is also a lot going on and it is easy to become distracted. 
The direction arrows do help tell you which way you 
are supposed to go, but sometimes it is difficult to 
know if you can hang from a surface or not, or whether 
there is a platform at the end of your jump into space. 
Finally, the game breaks up the action somewhat by 
“whisking” you between areas within a mission when it 
would have been preferable to connect these areas instead. 


Other than the game length and difficulty, the latter which can be 
adjusted, these are relatively minor complaints. There is a storyline, and 
each mission starts with a briefing and map showing your intended 
route, but that doesn’t mean this is a game of strategy. 
You won't be spending your time trying to solve puzzles, 
just jumping, climbing, hanging, sliding, running, 
Fans of the original Strider can ~. and slashing your way through enemies. Like 

finally ia a nnd Gapeuty poet it Ps: = their arcade counterparts, Strider 
baie foe a“2 1/2 D” remake. Despite SS ~ land 2 are pure arcade-style 


their short length, they look great and there ~~ action games. 
is enough fast-paced action to keep arcade-style ~~ 
shooting game fans happy. 
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GENRE: 7 Fighting — REVIEWED BY: 
PUBLISHED BY: | Eapeam MUAMRIEN ALLEN 
DEVELOPED BY: | Arika —_ in 

ORIGIN: | — 

AVAILABLE: {NEW 


The Street Fighter series is one of the longest running 
series out there. it’s launch redefined the then-fledgling fighting 
game genre and was the basis for years of enjoyment. Over those years 
we’ve seen various 2D iterations via the regular SF and Alpha series. Recently, 
Capcom took the Street Fighter series into the 3D realm with the launch of Street 
Fighter Ex Plus Alpha developed by Arika, makers of the original Street Fighter. EX Plus 
was met with a fairly lukewarm response, however, while it offered some innovative gameplay 
ideas, blocky characters and me-too clones of Ryu and Ken were a turn off. With Street Fighter Ex 
2 Plus it seems that Capcom/Arika have been paying attention. EX 2 offers a solid package with a variety 
of characters including a return of some old friends. 


EX2 features the standard fighting game modes with some additional hidden modes — Arcade, Versus, 
Practice, Barrel and Expert. Barrel mode is a timed mode that allows you to try to destroy as many different 


types of barrels as possible, Expert mode has a series of tests for each character. They start off relatively SS 
simpe — Ryu executing a hurricane kick. By the time you’ve reached the last tests, however, you'll find quite 205200 mmumPRESS START BUTTON 
a bit of skill and timing is involved. A Director’s mode allows you to “show your skills”. Pick your best character amet | ae 
and opponent and bust out your best combo, then you'll be able to edit the camera position and views and save : 4 

the replay. Now you won’t have to swear up and down that you’ve found a 100% combo for Ken — you can Ee» 


show it! 


EX2’s lineup has changed with the loss of a few characters and the addition of a few new ones. 
For fans of the series, EX2 sees the addition of Sagat, Vega and Blanka to the 3D EX2 world, bringing 
the total character lineup (you’ll need to unlock some) to over 20. As well, some of the returning 
characters have been modified to make them less Ryu/Ken-like. New characters added to the 
series fight with their own unique fighting styles, from staff-wielding Nanase, “power-glove” 
wielding, roller-skating Area, to the flame-haired Volcano Russo. Along with character-tweaking, 
Arika has made some changes to the game engine making EX2 a VERY combo-friendly title. Super 
Combo’s, and the ability to cancel one Super Combo into another, as well as “Guard Break” 
attack (an attack that will hit an opponent who is guarding and make them dizzy), are joined 
by a few new attack options. Each character now has a Level Three attack called a Meteor Combo. 
This move takes all three bars of your super meter and can be slow to execute, but if it hits, it is 
guaranteed to do a LARGE amount of damage to your opponent. If an opponent is blocking your 
Super Combo you can now cancel into a Guard Break. And, finally, similar to the Alpha series, is the 
Excel Combo attack. This attack causes your character to be able to move faster and link all of his/her 
attacks together (Alpha fans think Custom Combo). 


Graphically, EX 2 is a nice step up the original 
title. While different characters still suffer from 
that “blocky” look, it’s a lot less apparent than the 
first title. There are also a lot of additional lighting 
effects that have been added for various special 
and super attacks. Backgrounds, while quite nice 
and varied, are still simple distant 2D backdrops. 
Game music, sounds and voices are also quite 
adequate. 


if EX2 misses a step or two it is in the fact that 
in the one-player Arcade mode you'll only face seven characters 
(though, if you do very well in each match, a few more challengers 
may appear). in a game featuring a roster of over 20 characters 
this seems just so unfair. Also, some fighting game fans 
might feel that while Capcom/Arika has managed 

to tweak character balance, the addition of 
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new characters may have upset it again. : ie scblaga easing hag 
a - is a nice addition to the SF 
Finally, though it may “look” 3D w lineup. It features a wide 


Gameplay is still generally oo of wr acheter old and 
new with a variety of fighting styles. Lots 
traditional 2D. ' of games modes and attack options give this 
title a high replayability factor. 
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DEVELOPED BY: 

ORIGIN: 

# OF CD'S: 
AVAILABLE: [1 


As it turns out, | happened to read a review of this 
game in a competitor’s magazine before i was sent 
Countdown Vampires to review on my own. | don’t normally 
discuss differences of opinion, but this time | just can’t ignore their 
comments. Had | not been “forced” to play this game myself, i might have 
taken their advice and stayed away. And that would have been a shame, because 
it isn’t as bad as they made it seem. What bothers me most is that the complaints 
the reviewers had about CV, which they assigned scores ranging from a 2 to a 6 (out 
of 10), could equally be made about the first Resident Evil game — a title which they praised, 
as | recall. 


Of course, RE is nearly four years-old, and that series has evolved over time to include better 
character interaction, branching storylines, analog control, moves, such as a quick-turn and a dodge, 
and (on Dreamcast, anyway) three-dimensional environments instead of pre-rendered backgrounds. 
Still, none of these elements were present at the beginning. So, although CV can be criticized for 
failing to meet the current standard, i don’t think this merits a 70% drop in the rating. 


Despite some poor translation, the story isn’t all that bad. On the opening night of a new horror- 
themed casino/hotel, a strange black liquid causes a pair of dancers to mutate into vampires. They 
begin to kill and infect the horrified patrons as the building is locked down. You play a former 
homicide detective assigned as a bodyguard for the event who must now figure out how to set 

things right. Yes, CV is somewhat derivative of films such as Blade and From Dusk To Dawn, 
but just as much as Resident Evil was derivative of Night of the Living Dead. 


The voice acting is poor, some of the initial areas are very dark, it is hard to pick 
up certain items, and the camera angles sometimes disorient you (See? Sounds like RE, 
doesn’t it?). in a few areas, though, CV is worse. Although it has a great intro, its 
other cinema scenes just can’t match those of Capcom. Many of the sound effects 
sound like they were taken from a 99-cent Halloween cassette tape. Several of the pre- 
rendered backgrounds are repeated in the first part of the game, resulting in your 

getting turned around since each side of the room looks the same. Real-life casinos are 
difficult to navigate, but this is ridiculous! in addition, items appear as tiny yellow boxes 
no matter what they really are. While this actually makes it easier to identify what you 
are supposed fo pick up, it comes off as sloppy design. And, unlike the original RE, there aren’t 
any moments which make you jump out of 
your seat. 
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At the same time, there are a few things that 
CV does better. The vampires, who inexplicably 
shuffle around like zombies, follow you into 
different areas and move much faster (as do 
the other creatures). Analog control is supported. 
Food and drink health power-ups can be 
purchased from vending machines, as can maps 
(which can be pulled up quickly with the R2 button), amma ® 
lf you’re running low on money to buy such items, 
you can try your hand at the slot machines or roulette! in 
addition, rather than just blindly gunning down the vampires, 
you’re expected to save them. This adds a new challenge, as 
gS you've got to stun enemies instead of killing them, and 
ou'll have to heal them before they regain 
LING Ore . consciousness while still being eter by their 
Ly comrades. CV also has a document filing, 
With ce ia ae hole — item manipulation, and storage 
ORE ERE box/save system which is easier 


come close to the standard set by Capcom’s — to use. 
series. Instead, it comes across as a second- ~~ 
rate Resident Evil. While it doesn’t add anything 
new to the “survival horror” genre, it still might be 
worth a rental. 


GENRE: 7 Action/Shoote 
PUBLISHED BY: | The 300 Co 
DEVELUPED BY: | The 300 Co 

ORIGIN: | USA 

# OF CD'S: | 
AVAILABLE: § NOW 


is it just me, or does 3DO seem to be getting an awful lot 
of mileage lately out of its campy Army Men franchise? Sure, many 
couch-potato commandos had fun reliving a fond part of their childhood 
with the decent Army Men 3D and Army Men: Air Attack. But do we really need 
two more Army Men games within a year, and only months apart? 


First we were assaulted by the lackluster N64 port of Sarge’s Heroes. Now we’re 
being stormed by Army Men: World War, enlisting us to play with the little plastic soldiers once again. 
So, how does this sequel to Army Men 3D rank? Suffice it to say that diehard vets may find it fun, but it’s 
unlikely fo win over any new recruits. 


World War marches to the beat of the same drummer as its predecessors by offering bland graphics that 
manage to capture the military feel, but are otherwise unspectacular. The game also uses a similar kind of mock 
newsreel footage and tongue-in-cheek headlines to tell the story. This time, the dastardly Tan Army is threatening 
to take over the entire world — and of course, it’s up to you and the Green Army to stop them. Playing as a 
Green infantry grunt, you’ll invade the Tan homeland and battle through 20-some levels spanning a number of 
hostile environments, including thick jungles, bombed-out cities and the abandoned countryside. 


Along the way you’ll invade enemy camps, take out a communications tower, rescue POW’s and tackle other 
dangerous missions that are crucial to the campaign. Success depends on using a variety of WWIl weapons to obliterate 
your foes — from howitzers to flamethrowers — and the gameplay also takes a more tactical approach. instead 
of just running into the enemy camp and blowing everyone away like Rambo, World War encourages you to 
plan your assaults, utilize the terrain for cover, and employ stealth to your advantage. The problem is, 
even the best thought out strategies often end up as exercises in frustration. 


For those who have never played an Army Men game before, World War offers a Boot Camp 
mode so beginners can learn the basic moves and get some hands-on training with a variety of 
weapons. You'll probably need lots of practice, too — because once you begin to go on missions, 
the confusing camera, tricky controls and killer instinct of your enemies make survival difficult. 


(ORLG 1 
The action takes place in the third-person, but the camera is hardly up to the task of Sathied 
negotiating the cramped, obstacle-ridden environments. Often it gets too close to your soldier 
(who sometimes disappears entirely), with very disorienting results. The awkward controls also 
make it hard to execute maneuvers in the heat of battle, and turning around to face enemies is dangerously 
slow going. Stealth is supposed to be your friend, but no matter how carefully you move, the Tan soldiers 
always seem to spot you and get off the first shots, 
which often spells the difference between life and 
death. it’s hard enough avoiding their sharp aim (even me 
on easy difficulty) — so forget about getting close - > 
enough to use your bayonet! er 


On the positive side, the game occasionally 
offers some tense and exciting moments, such as 
getting ambushed by a squad of Tan soldiers, or 
downing enemy helicopters with your bazooka. It’s 
also pretty fun crawling on your belly through the 
underbrush and scouting enemy outposts with your 

binoculars. Plus, the arsenal at your disposal sounds 
surprisingly realistic, the Dual Shock creates a nice recoil effect, and 
the fire, smoke and explosions are fairly cool. The multiplayer mode 
also adds some replay value, although it too suffers from camera 
and control issues. 


lf you simply must have another Army Men fix 
and don’t mind the linear gameplay and plain 
graphics, World War may be worth d rental. World War reminds me of a 
Otherwise, this frustrating, no-frills poor man’s Medal of Honor, albeit 


sequel deserves a dishonorable os with a whimsical spin and third-person 
discharge , action. The graphics are predictably bland, 
: the camera and controls can be awkward, 
and the enemies often get the upper hand. Faithful 
fans may still want to give it a shot, but the Army 
Men novelty seems to be wearing off. 
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GENRE: 7 Puzzle 
PUBLISHED) BY: | Namco 
DEVELOPED BY: | Namcec 

URIGIN: | Japan 

# UF LUIS: | 1 
AVAILABLE: § NUW! 


When you’re Namco, a company whose titles were 
responsible for successfully launching the PlayStation, and in 
all likelihood the PlayStation 2, you can afford to try something 
different. Not that Namco is any stranger to off-the-wall or unusual 
games — with Pac-Man, Mappy, and Dig-Dug, the company virtually invented 
a the cute and loveable arcade character. It’s just that lately they’ve focused on 

their racing (Ridge Racer), fighting (Tekken; SoulBlade), and aerial combat (Ace Combat) 
franchises instead. | applaud their decision to try something different and let the market 
decide, but frankly | don’t see what it is about this game that makes them think it will succeed 
in the U.S. 


It’s not that Mr. Driller doesn’t meet the criterion of a classic arcade game character — he’s cute and 
colorful, he’s got a theme song and a cool logo, his moves are simple, and the rules of his universe are 
easy to understand. Colored blocks are filling up the world, and Mr. Driller has come to the rescue. As 
his name suggests, his sole purpose in life is to drill through the blocks to reach his goal at the 
bottom. Along the way, his air supply runs low so you'll have to find air capsules to replenish your oxygen 
supply. As you drill left, right, or down, you can cause blocks above you to fall. if a block lands on you, you'll 
lose a life. If a block hits another block of the same color, it will stick to it. When four or more blocks of 
the same color collide, they disappear. There are also solid blocks which cause you to lose air if you attempt 
to drill through them. 


There are three modes in Mr. Driller: Arcade, Time Attack, and Survival. The Arcade mode 
is the normal game, the rules of which are mentioned above. You have three lives to drill as 
far down as possible, and you score points for the number of blocks you drill. The Time Attack 
mode gives you a target time to beat. On your way to the bottom, you must collect clock 
icons which subtract seconds from the game timer. To have any chance of beating the 
record, you'll have to get nearly all of the clock icons, so it becomes a matter of memorizing 
their location. If you die, the game ends. If you make it to the bottom and beat the goal 
time, you can open up additional courses. The Survival mode gives you one life to basically 
see how low you can go. You'll also have the ability to watch a replay of your attempt. 


That's all there is to the game. The rules are so simple that there isn’t even a need for 
d tutorial mode. That’s not necessarily a bad thing — the best puzzle games, after all, are easy 
to learn but difficult to master. With Mr. Driller, however, i don’t get the feeling that i could 
learn to “master” the game after playing it for 
qd lifetime. There just doesn’t seem to be much 
strategy involved. Sure, you can watch the falling 
blocks and try to get them to land on blocks of the 
same color, but why bother? Your goal is to get 
to the bottom, so you just keep drilling as fast as 
you can trying to pick up air capsules from time to ~ mo 1° ae 
time. When colored blocks do collide and disappear, fy tele tn mere, cou te determine fl 
it feels more like dumb luck or random chance than ot A be Lo ee 
Skill. 


In my opinion, a good puzzle game is something 
that can hold your attention for a reasonable amount of time. 
An excellent puzzle game is one that is so addictive you'll live 
and breathe it — like dreaming about falling Tetris pieces. By that 
criteria, Mr. Driller is a good puzzle game, especially in the 
Time Attack mode, which gives you a challenging goal 
to achieve. There just isn’t anything special about 
Mr. Driller that stands out to make it excellent. 
gerne est at ao a ~~ The game could have used a few more 

PlayStation puzzle genre. Pusat to SS ~ gimmicks, or even a two-player 


keep you mildly interested for a few days, —S head-to-head option, to add 
if not a week or so, but after the novelty ~ 
wears off you'll find that there is nothing about ~~ some interest. 
the game that will make you want to come back 
for more. 


"a 8 
 — 


COMPATIBILITY 


1 


PlayStation Interactive 


asbro interactive, Inc. All Rights Reserved. PlayStation an 


ORIGIN: 
# OF CLS: 


wi Finally! 
EVERYONE = __ After enduring the 

A gh laborious tasks of 
reviewing Triple Play 2001 and 
High Heat 2001, 989 Sports delivers 
MLB 2001 in its ready-for-primetime 
state. 


For those of you familiar with the MLB franchise, 
you'll instantly recognize the majority of gameplay features; 
Spring Training, Home Run Derby, Season, Playoffs, and Exhibition. 
The big news for this installment is the inclusion of a Franchise 
mode, found in the Season mode. it’s a little similar to EA’s 
———EEEE “Points Cap” system found in TP, but it’s more encompassing and, at the 
Fi _ > rR same ant as diversified. For example, rise to ly a season 
x are ri on = in Franchise mode means that your team will consist of a roster of Ll 


eer —— 


—— = players, all chosen at random. You'll get eight position players, 1 DH, 1 
' starting pitcher, and 1 reliever. Your team will come 
with a predetermined number of points (credits, 
dollars, whatever you want to call them) that 
you can spend on obtaining additional 
players. Or, you can trade-in your current 
roster player (getting about half of his 
value in the deal) for a guy who plays 
the same position. You cannot trade 
a catcher in for a pitcher. Once you’ve 
looked over your roster and have 
decided that you are in for a long 
season if you don’t get some help (i didn’t 
recognize most of the 11 guys on my team), 
you can begin to do some smart shopping. 
As you peruse the list of available players (at 
each position), you'll see their ranking (1-99) and 
purchase price. When you first start out, all of the best 
pitchers and position players will be available. As the season goes on, 
the CPU teams will also be spending their credits to upgrade their teams, 
So if you see Greg Maddux in the stable one day, he may not be there the 
next. The big-time players all come with price tags in the 900’s, and 
Since you only start off with about 3,000-3,500 points, you’ ll need to use 
them wisely. Of course, that’s the way to go about it if you’re the timid 
sort. |, on the other hand, did the opposite. i traded in my scrubs for 
McGwire, Griffey, Jeter, and Randy Johnson. Granted, i had only Johnson 
as my pitching staff, but | figured he could pitch three straight games while 
my now potent offense put up big numbers. it was a gamble that paid 
off, as | won all three games, even though Johnson got shelled in the 
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Go to player pool to ecquire or 
° reare players. 


@uwore 


@ cance. 


A Fernandez 
K. Rogers 
O. Wells 


AYER POOL SPPLEABUE LEADERS 


Home Runs ‘Ken Griffey Jr., CF - oe a9 Most Valuable Player % 


BT Tere 


Woo : pee — 8 : 
CFU hes generated new lineups ren Bragg, 

Myers 4 Todd Hundley, C ‘ 

ewe aie S$  Glenallen Hil DH 2 

ertte 6 Derek Jeter, 88 2 

M 7 Eric Kerros, 18 2 

8 Vied@imir Guerrero, RF H 

2 

2 


Roy Nellads 
arts Rove ’ 


2 7 205) Randy Johnson = 4 12.03 
2 1 288] Kevin Brown 10 (00 
jeaver 214 22 


z a= — ) 1) . Stephenson 


Erie Karros 3% 2 4 
Terry Shumpert ie 2 
Todd Zeile 431 4 


Men Griffey dr. 4667 12 
Merk McGwire 4486 13 
ToddHundiey 5554 6 


third game. With the money | had earned in those three 
games, i bought Kevin Brown as my number two pitcher! 
Of course, he ends up losing his first start in a tough pitchers 
duel, but i won another three straight after that loss and S ours , 
now had enough money to trade in my weak backstop for — an 
Todd Hundley (Piazza was too expensive, andiwanteda §.——555 "=" 
catcher NOW). My new-look Giants roster was well on its 
way to being an unstoppable machine. 


oe Meh 7 The big differences between MLB’s Franchise 
— = mode and Triple Play’s Points Cap system is that 
ee Ste a the entire league is up for grabs in MLB, while 
_— —— the rosters in Triple Play are just as they are in the 
\ real big leagues (except that you try and add Hall of 
\ Famers to your roster). The other difference is in the 
x way you accumulate the points. in MLB, you get points 
Cara} 


for HR’s, triples, doubles, stolen 
bases, and wins (and 5 & 10 game 
winning streaks). With Triple Play, there 
dre more ways to earn points (credit for 
defensive accomplishments, as well), and if 
you do something really extraordinary, you'll receive 
an actual Hall of Famer, not just points. The 
Franchise mode certainly puts a new spin on playing 
a season, but i would have liked more (of course). 
For instance, when a CPU team buys a player, 
you should be notified so that you can follow 
which team has what players. Also, 989 really 
could have made things interesting by giving you 
littie updates like “New York is thinking about signing 
Pedro Martinez,” thus giving you a chance to 
snatch Pedro (if you have the means) before 
abit Heese the interested team! | also found that the first 
| TPT ten games or so are too easy (even on All-Star 
7 level), because the teams you’re playing all have 
scrub pitchers — they didn’t go out and spend 
Qs their money on quality players right from the 
start. There must be some kind of trigger that 
gets them to make deals after a certain point in 
the season. 


Other than the addition of the Franchise mode, everything else pretty 
much remains the same for the MLB series. No new animations are 
noticeable, nor are there any big Ai changes (you can still occasionally 


fn 


O) 2011 soate- 
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Ken Griffey Jr. 
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ee 
throw out guys at first from right field). Vin Scully & Dave B. & : 
Campbell are back in the booth, but for my money 989 om EC rs 
can axe ol’ Dave — he adds little to nothing to the \$ a 


A 
experience. 989 claims that there are now wild oy : LINE Yo 
pitches and player close-ups on Home Z ie . ped = 
Runs, but i have yet to experience the BEST playing game of 
either after 20 games and baseball around. The addition of 


dozens of dingers! the Franchise mode is welcome, and 


hopefully it will be made more of a factor 
in the next MLB offering. 
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i Infogrames, the French publisher that acquired 
EVERYONE - §©=—_ Silicon Valley-based Accolade last year, seems intent on 
ok - ~©—_—becoming one of the bigger PlayStation players, as they continue 
a we a to ship out a diverse product lineup. Among other titles, they have 
released games as varied as Bugs Bunny, Demolition Racer, Eagle One: 
Harrier Attack, the Smurfs, the Test Drive series (including Off Road, Le 
Mans, & Cycles), and now a soccer title — Striker Pro 2000.The game was developed 
by UK-based Rage, and is a surprisingly playable version of the world’s most popular 
sport. 


It must have been a while since | played a soccer game. When i started to play this game, i tried 
to think back on the last soccer title | had played, and i couldn’t come up with a name or time! 
But, | got off of my duff and did a little research (the things | do for you valued readers) — turns 
out that | reviewed Alexi Lalas’ international Soccer back in August of ‘99. Hmm. i guess it was a 
forgettable title after all! Anyway, after just one game of Striker Pro, i got the warm fuzzies all over 
as | remembered the reason | enjoy soccer games in the first place — they’re fun (at least, a well- 
done game is)! As a “yute,” soccer was my favorite sport to play, and NASL Soccer on the intellivision 
was all the rage. A few years later, I’m reviewing every 16-bit soccer game ever made, and a few more 
years later, I’m reviewing 1/2 of all 32-bit soccer games (good ol’ Zach Meston reviewed the first 
half) ever made. impressive. 


One of the strengths of Striker Pro 2000 is the enormous amount of gameplay options 
available. Unlike Alexi, which had two, Striker has eight (8) modes under the “New 
Competition” menu, and a few more that we’ll talk about in a minute. in the New 
Comp mode, you can play for the Super Trophy (think World Cup), League (season), 
Knockout (think March Madness), Classic Match (four to start, then you can open more), 
National Team Qualifying & Finals, Territories Cup and international Cup. The Super 
Trophy is the big event, and it plays just like the tournament it is patterned after, 
complete with qualifying rounds. There are 130-plus teams on Striker Pro and you 
can edit them to fit your tastes. You can change the team name, the uniform colors, the 
team strategy, and even create your own league. 


Saving the best news for last, Striker also includes a 
| 4 i “Certification” program where you can unlock hidden teams and 
| ; i gameplay modes. There are three levels of certification to obtain, 
mn nm - ny and you must pass a certain amount of skills tests before you get the 
ee certificate. There are five different skills to master, with a sixth one 
+ opening up after you get the second certificate. The skills include 
passing, shooting, defense, penalties, set pieces (plays), and 
freeplay. Each skill has ten different tasks to accomplish, 
except freeplay (which gives you two minutes to try and score 
ten goals). The addition of this gameplay mode really enhances the overall 
enjoyment of the game, and is something you can go back to even after you 
achieved the third (“Coaches”) certificate. 


The graphics and sound in Striker Pro are well done, and 
the animation is varied, with over 200 animations in the 
game. However, my one complaint is that the camera 
angles (three) don’t get you close enough to 
Striker Pro 2000 is a solid : ar the action to really take advantage of 
‘Gihavake neonate opts the the great footwork and goalie Saves. 
standards of EA’s FIFA, the game is Also, deeper stat tracking for 


good enough to stand on its own. 


Soccer fans should take a look at this title ’ the Super Trophy mode 
and add another “football” game to their would have been greatly 


iin appreciated. 
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“All this over-the-top action comes screaming at 
you through a non-stop barrage of dynamic camera cuts 
combined with sizzling special effects, side-splitting animation 
and a bombastic announcer guaranteed to keep you on your toes 
and wanting more!” 


This is what the 3D0 company put on the back of the jewel case, and besides 
being an inexcusably long run-on sentence, the paragraph is fraught with grandiose 
exaggerations. First, the action is not “over-the-top”. NFL Blitz is an example more suited to that 
statement. Softball Siam’s phrase should be more like “bored-to-tears.” Next, the “barrage” of 
“dynamic” camera shots is more like a “trickle” of “standard” camera angles and close-ups. Third, the 
“sizzling special effects” can be summed up with a simple “fire trail” —oohhhh, ahhhh. Fourth, “side- 
splitting animation” — where? | laughed at how amazingly lame the game is, but not because there were 
any particular animations that | found amusing. What’s funny about a guy diving for a ball? And, 
lastly, the “bombastic announcer” can easily be replaced with “annoying dork”. Just what you need, play- 
by-play by some guy who probably does the adds for monster truck races (you know, “SUNDAY! SUNDAY! 
SUNDAAAYYY!). Oh yeah — “wanting more”. You've got to be kidding, right? I'd want more leaches sucking 
the blood out of my big toe before i'd want to spend more time playing this game! 


Ok, so the marketing wizards have a different perception of Sammy’s Softball Slam than do |, 
but what's new about that? After all, | can’t ever recall reading the back of a game box and 
reading the words “don’t buy this game — it sucks”. Besides, that why you're reading PSExtreme, 
right? You don’t trust the back of boxes! 


For those of you that really want to know, I'll oblige you with the basic game details 
of Sammy Sosa Softball Siam (wouldn’t you just love to hear Cindy Brady say that? “Thammy 
Thotha Thofthball Thiam”). There are three leagues — men, women, coed — and four difficulty 
settings. One of them, Family, makes it so all you have to do is pitch and hit, and the computer 
does the rest. There are six fields to choose from (urban decay, sports complex, etc.), 
the number of innings played is 7, and a 10 run rule, where the game ends if either team is 
up by 10 or more runs after the 5th 

or 6th innings. There is a pitching meter 
that is similar to some meters found in golf 
or bowling games, although | don’t know why it 
is needed in this game. But, then again, | don’t 
know why this GAME is needed. 


Fortunately, softball is pretty simple, so 
there’s not a whole lot more to this game. 
Unfortunately, softball is pretty simple and 
there’s not a whole lot more to this game. There 

are fat guys, skinny guys, fat chicks, and skinny chicks. 


2 whe Gee Some hit for more power, some hit for more contact, and some just don’t hit at 
r > all (they're responsible for bringing the orange slices). The players and their ne ee 
“uniforms” look uninspired, as they’re made up of 1/LOth the number —t_ LE: 
a 4 of polys found in another sports game (pick one). The gameplay 
— % _siisjust weak. Players miss the base their throwing to all the 
time, and the outfielders drop way too many balls. If 
- you consider this fun, then you'll probably AS LINE 


Zs It really is obvious that 


appreciate the inane chatter that is only a ‘a is 
PlayStation has become 

outdone by the previously mentioned as common in households as 

“announcer”. a fly swatter — how else can you 


explain the existence of Sammy’s 
Softball Slam? Now, if someone could pass 
me the fly whacker, | have a game that needs 
to be put out of its misery. 
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The EXCAVATE section is where we dig up ratings from past issues and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as 
a reference for those older games that you might have missed (or wish you had). 
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~—>  Theultimate gaming 


90-97% . 
“Mustbuy” games each carries our | = 
editor's sealofapprovalandare ~ 
recommended forfansofthatgenre. | 


80-89% 
Good games, but lacking 
7 in some area; only for 
fans of that style of game. 


70-79% 
Mediocre titles that 


suffer from some serious 
flaws. Rent — don’t buy. 


°o 
0-69% 
Tin games are to be avoided 
atall costs. Only die-hard 
gamers would buy these. 


PLATINUM GAMES | ISSUE 7 SCORE Army Men: Air Attack December 1999 84% 
Medievil ii } May 2000 | 99% Broken Sword 2 February 2000 84% 
Spyro 2 Ripto’s Rage December 1999 99% Chef's Luv Shack December 1999 84% 
Ace Combat 3 Electrosphere March 2000 98% Mission impossible January 2000 84% 
Front —— 3 : ‘ May 2000 98% ee Dasember 1908 84% 
Eadbecanasne remrumy 2008 “Em Batilefans Global Aasauit April 2000 83% 
mini SES Se at Deception 3: Dark Delusion April 2000 83% 
GOLD GAMES — ISSUE SCORE . 
Medal of Honor December 1999 97% Die Hard Trilogy 2 March 2000 83% 
Syphon Filter 2 ~ April 2000 97% ECW: Hardcore Revolution March 2000 83% 
WWF Smackdown April 2000 97% Micro Maniacs ___May 2000 83% 
Colony Wars Red Sun April 2000 96% Missile Command February 2000 83% 
Hot ShotsGolf2. March 2000 96% Space invaders December 1999 83% 
MTV Music Generator — February 2000 96% Twisted Metal 4 January 2000 83% 
NBA Lig 2000 December 1999 96% X-Files . January 2000 83% 
su 2 | Demet irs 96% Armored Core Master of Arena — April 2000 82% 
Tomb Raider: The Last Revelation January 2000 96% Family Game Pack May 2000 82% 
a —— 2% NCAA March Madness 2000 April 2000 82% 
Toy Story 2 _ January 2000 93% 
40 Winks Winks January 2000 93% Ready 2 Rumble January 2000 82% 
Jojo’s Venture April 2000 93% Romance of the Three Kingdoms 6 March 2000 82% 
Marvel Vs Capcom 7 April 2000 93% Wu Tang: Shaolin Style January 2000 82% 
NBA Shootout 2000 March 2000 93% NCAA Final Four 2000 January 2000 81% 
Rolicage Stage 2 ; April 2000 93%  BigOl’Bass _ February 2000 80% 
Disney World Quest Magical Racing May 2000 92% Eagle One: Harrier Attack May 2000 80% 
RagAttack December 1999 92% Fatal Fury Wild Ambition March 2000 80% 
Sim Theme Park World May 2000 92% Sammy Sosa High Heat Baseball 2001 May 2000 80% 
eo peteniben da". 92% Silhouette Mirage February 2000 80% 
wee oorders wot eset oF The Dukes of Hazzard December 1999 80% 
ee __ secieih Rsdea _ V-Rally 2 January 2000 80% 
Knockout Kings 2000 December 1999 91% — 
Q*Bert — February 2000 91% BRONZEGAMES —__— | — 
Alundra 2 May 2000  9QO% Boombots | January 2000 79% 
Railroad Tycooni! March 2000 90% Crusaders of Might and Magic April 2000 79% 
Silent Bomber March 2000 90% Glover January 2000 79% 
Speed Punks May 2000 90% Mobil 1 Rally Championship April 2000 79% 
Vigilante 8: Second Offense January 2000 90% Vandal Hearts i! February 2000 79% 
Worms Armageddon January 2000 _90% South Park Rally February 2000 78% 
= oe _ ane 5555 —_ Eagle One: Harrier Attack February 2000 77% 
erec F 
Road Rash Jail Break March 2000 — ee sect ete = 
Tiger Woo ds PGA Tour 2000 February 2000 89% NBA Showtime: NBA on NBC January 2000 75% 
Colin McRae Rally March 2000 66% Smurfs January 2000 15% 
international Track and Field 2000 December 1999 Touring Car Championship 2 December 1999 75% 
April 2000 War Path: Jurassic Park January 2000 75% 
+ Rink May 2000 88% Intellivision Classics December 1999 74% 
Supercross Circuit December 1999 88% Jackie Chan Stuntmaster March 2000 74% 
Galerians / May 2000 87% Rainbow 6 February 2000 74% 
Misadven : mes of Tron Bonne May 2000 87% Triple Play 2001 May 2000 73% 
eae Becember 197 87% Army Men: Sarge’s Heroes May 2000 72% 
eo" 2 Sewers 2008 86% Fighting Force 2 February 2000 70% 
meno + a ai ds ca Killer Loop December 1999 70% 
Gekido — February 2000 86% . 
Grand Theft Auto 2. December 1999 86%  TINGAMES ISSUE SCORE 
No Fear Downhill Mountain Biking December 1999 86% South Park peceinvet li? 69% 
Saga Frontier 2 January 2000 86% Supercross 2000 January 2000 69% 
Hydro Thunder April 2000 85% in the Zone 2000 January 2000 61% 
Thrasher: Skate and Destroy January 2000 85% Tomorrow Never Dies January 2000 54% 
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wry | sit here, gidnicion back and forth between my keyboard and PS2, waiting ‘be fi 


C Sine tea well-groomed and educated readers, my pratt eer on fp and its internet t 


strategy. | 1s +o aren | 
‘What's. going unsaid, I’m sure mostly for “strategic” and “marketing” reasons, is that SCE} ; 
David Jon Winding does not see internet gaming/information gathering/e-tailing as a major issue over the Ney 


Publisher haa 
| five years. The daunting task of having a broadband infrastructure in place for the launch of PS2. 7 


was (and remains) an.impossible task. Look at how long it has taken cable companies in the US to 4 

get up to_speed and it is only just happening now. Anybody remember Sega test marketing their ‘ 

Genesis network in a handful of areas about five or six years ago? | elf 

The reality is that Ken Kutaragi and the brass in Japan know that what they envision in aa 7 

world of connected, multiplayer entertainment is not currently practical, or even possible. But, Sega | 

has a modem,and the X Box is going to do it, so you don’t want to leave any part of your potential _ 
market uncovered. Thus, they are going to deliver their Ethernet/broadband cable modem gizmo in 

2001. Of course, we all know from past experience that if it doesn’t ship as part of the magic box that ve 
you buy for $200, it has been relegated to getting in the hands of only a percentage of the hardware’s © 

installed base. Light guns, fishing poles, steering wheels,Activators (dohhhhh!), RAM Paks, Link Cables, e 

keyboards, mice; they have all failed to make even a dent in the installed base of the system in ahesGon i 

— dating back to the Atari VCS. | Al 

If you are a software developer on the PS2, where everyone is currently werrred about the high costs _ 


our hands. If it works, and a high percentage of PS2 owners go for it, then a flood of titles will follow in 


2002-2003. If not, then what we'll have is another curiosity that rests solely in the hands of the truly rabid _ 

and developers will either look at it,as they do with other peripherals, as something they will ‘support 

if it doesn’t require much effort, or will ignore it completely. | 
If it sounds like | am criticizing Sony’s position, | don’t mean to. | think they have hit the nail on the A 


truly massive on-line game playing community, particularly in terms of 60 FPS, action-oriented entertainment — | 
and the idea that Sony could effectively address a 2005 issue in 1998-1999 is absurd. Just look at Sega's 


Yes, | am well aware of the success of Everquest and FPS titles like Unreal Tournament and Quake 3 4 | 
and that they have a following (less than, 500,000 units sold between them in the US — and most _ 
of those customers own both titles), but we're talking maybe 10% of the users that you would ; 

have to be prepared to address in an on-line console community, Delivery is just such a massive 
issue...And we haven’t even begun to talk about the console gaming industry’s already rampant, 
fears of piracy! 


something new (other than Fantavision) to stick in it, | thought | might give you, our | 


of doing a game forthe system,are you going to dedicate the resources to doing an epic, on-line only _ 
game? Sure, Square has got FFXI on their radar, but that’s the title that will try to push the peripheral into. ve 


head, even if they won’t tell the story in the most direct manner. The system is not yet in place fora 


attempts with the Dreamcast — a system that is now going on two years. Chu-Chu Rocket?!? Please! 


For the short term, multiplayer console gaming will remain a face-to-face social experiaricg rf 
and it will probably be PS3 and 2005-2006 before we see an effective, out-of-the-box solution... 


While the attempt will be made in this hardware generation, particularly by Microsoft, wit 
cohesive plan and effective technology will be the province of the next. 


Dave | Ng 
dwinding@quake. net | 
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IF YOU KNOW WHAT'S GOOD FOR YOU, YOU'll SEND US $21.95 TO 


SUBSCRIBE! 


We don’t want to sound cocky, but we are the best PlayStation® 
magazine available. We've been making PSExtreme since the 
PlayStation® first came out. That's a long time. Longer than any other 
PlayStation® magazines. So call us up right now and place your order, 
okay? It'll be really cool. 


To order by mail, send a check or money order made payable to: 


Dimension Publishing ¢ P.O. Box 6570, Folsom, CA 95763-6570 


Mexican and Canadian orders $44.95 (U.S. Funds). Overseas add $10.00. Allow 8-10 weeks for delivery. 


Our not-so-friendly operator, Frank, is standing by. 


(916) 989-0171 


PSExtreme is a tradename of Dimension Publishing, Inc. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 
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Test Drive, Test Drive Le Mans and Infogrames are trademarks or registered trademarks of Ir 
soi Reserved. Developed by Eutechnyx ™ Limited. Le Mans 24 Hours is a registered trademark 
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